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Diablo 
Often using nightmares to | 
weaken and corrupt those 

who can best serve his dark 

purposes, Diablo employs 

illusion and fear as his 

greatest weapons in the 
tireless battle against Order. 
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Let Gamers Decide—It’s Their Fifty Bucks 


t's really annoying to see a game that 

almost gets it right, but falters because 

the designers have artificially restricted 

how you can play it. Obviously, there are 

technical reasons that designers have to 

limit your choices in some areas—to deal 
with technology restrictions, to make sure the 
story advances, and so on. But all too often we 
see games that seem really promising early on, 
but lose much of their charm due to decisions 
that limit gameplay options. 

Take, for example, Homeworld. Not a bad 
game at all in its final form, but it was even bet- 
ter during its beta-testing phase, when you 
could pause the game to give orders in single- 
player mode. That made large battles much more 
strategic than in the final version, where fast and 
precise mouse movement often mattered as 
much as good tactics. Had this one small change 
not been made, Homeworld might have pleased 
many a turn-based game fan by giving players a 
choice. Real-time purists could choose not to 
pause battles, so offering the choice doesn't take 
anything away from the experience. There are 
times, certainly, when keeping the action non- 
stop can hide flaws in a game’s artificial intelli- 
gence, but that wasn’t the case with Homeworld, 
which had admirable Al. Sierra made the same 
mistake with Ground Control. On the surface the 
game seems to allow extermely tactical play, 
with facing and elevation playing important 
parts in the combat theater. But the action is so 
fast-paced that later missions degenerate into a 
click-maniacally-to-survive fest. Giving players 
the option to pause and give orders—or even a 
game speed slider—would made the game 
appeal to the strategy-over-reflexes crowd. 

Even more egregious is when a developer 
decides to limit saves in a game. Whether the 
game universe is a distant galaxy or ancient 
England, the action is actually taking place on a 
PC sitting in your home, and that means that “real 
life” may require you to freeze the universe and 
revisit it later. If the game requires you to spend 


by Denny Atkin 


Homeworld might have pleased many a turn- 
based game fan by giving players a choice. 


more than 30 minutes in a mission, there should 
almost always be an option to save in-mission. 

Most annoying is when a game’s designer 
decides that limiting saves somehow improves 
gameplay. The folks behind Aliens vs. Predator 
claimed that restricting in-mission saves 
heightened tension. And that it did—when 
you're 25 minutes into a 30-minute mission for 
the third time and you're killed once again, 
you'll definitely feel your adrenaline pumping. 
But with frustration, not excitement. Fox did 
patch the game to allow-in game saves, but in 
a staggering display of arrogance, limited the 
number of times you could save in a level. 

Then there's the poster game for bad deci- 
sion-making, Daikatana. Sure, it may sound like 
I'm picking on an easy target, but the game had 
save gems of all things. Did Romero and crew 
really think that players would find the need to 
collect save gems rewarding and fun, especially 
in a game with situations that almost certainly 
require you to die once to solve? Save gems and 
other such constructs were compromise solutions 
created for console systems with limited memo- 
ry. Some of us have 40 gigs of storage on our 
game machines, so spare us the save gems, 
please. lon Storm’s own Deus Ex lets you save 
every 10 seconds if that’s what you want to do, 
and that doesn’t spoil gameplay. 

If a game’s designer thinks that limited saves 
or non-pausable combat adds to gameplay, 
that’s great—offer those as choices. Take Alpha 
Centauri, which has an “Iron Man” option that 
disables saving during a mission. For many 
players, that option really does make the game 
more interesting, by forcing them to live with 


the consequences of their decisions with no 
chance to take them back. But imagine the out- 
cry if that feature had been mandatory. 

By offering choices, all kinds of players win. 
And by appealing to a broader audience, the 
game’s designers should win as well. 


Stepping back 
This gamer was faced with a difficult choice 
recently, one with a definitely melancholy conse- 
quence: This will be my last issue writing this 
page of Computer Games Magazine. |'m off to 
the exciting world of Handheld Computing 
Magazine (www.hhcmag.com), where |’ll be 
immersed in the Palm/Pilot universe. Of course, 
while the Palm OS has some great games (if you 
have a Palm, be sure to check out Void, SimCity 
Classic, Vexed, Zap!2000, and, if you have 
color, Ancient Red), there’s nothing approaching 
Deus Ex or MiG Alley for the platform. So while 
I'm turning the editor’s chair back over to Steve 
Bauman, | still plan to stay involved with CGM, 
writing articles and helping the crew make fur- 
ther improvements to the publication in order to 
bring you the best gaming magazine possible. 
While I’m stepping back a bit from the day- 
to-day magazine creation process, I’m leaving 
you in the hands of the hardest-working group 
of game journalists I’ve ever had the pleasure to 
work with. They'll continue to keep you clued in 
on the best—and worst—computer games out 
there. Gaming remains the most innovative and 
exciting aspect of the of the PC, and you'll 
always be able to count on CGM to bring you 
the most useful info on the games to buy—and 
the ones to avoid—without the BS. # 
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Nihilistic’s Vampire: Redemption 


ushers in a new era of online play 


ust for a moment, consider the “massively 
multiplayer online role-playing game,” 
and ask yourself... is this really role-play- 
ing? No messing with semantics here— 
yes, the basic function of EverQuest, for 
example, is to play the role of a fantasy 
character, but then by the same token, the basic 
function of Half-Life is to play the role of a hunt- 
ed scientist, and nobody ever called that “role- 
playing.” For this brief, suspension-of-right- 
eous-ire-at-the-heretical-columnist moment, 
think of EverQuest in the context of the pen-and- 
paper games which spawned the RPG genre. 
Where's the story? Where's the ever-chang- 
ing world in which your own actions have a real 
impact? Where's the dramatic reversal of for- 
tunes, or the devious temptation of a subtle evil, 


by Cindy Vanous 


the ability to display a character or monster 
portrait to the players during encounters. 

In the imagination department, this was really 
a triumph. Despite the lack of sophisticated (or 
even, in most cases, any) graphics, and without 
physical proximity to their players, savvy GMs 
managed to digitally re-create the “dinner 
table” feel of a pen-and-paper gaming session. 

But just as massively-multiplayer graphical 
games like U/tima Online and EverQuest eventu- 
ally succeeded the MUDs of the past, change 
was on the way for true online RPGing. While 
many players (including myself) will swear 
blindly that flashy graphics do not a great 
game make, the sales charts show that it cer- 
tainly can’t hurt. And so technological 
improvements have finally made the next gen- 


This is arguably the most important innova- 


tion in online role-playing since the intro- 
duction of the ‘mute obnoxious user’ button. 


or the sense of urgency when you realize your 
homeland is in immediate peril? Most telling of 
all, where's the actual reward for really playing 
your character wel/? Without a human game- 
master at the helm, these are merely pipe 
dreams of the old-time pen-and-paper crowd. 
Now the concept of running an online RPG 
with a human game master nothing new. In 
fact, remote RPG campaigns are probably as 
old as e-mail itself—I recall playing Toon via e- 
mail with a group of folks from Usenet, before 
the World Wide Web was even hatched. Over 
the years, a variety of tools have arisen to make 
online game-mastering even easier, from IRC- 
based chat programs with built-in dice rolling 
routines, to full-blown suites with map and 
character generation utilities, NPC libraries, 
tables for various popular game systems, and 


eration of online game-mastering tools not 
merely possible, but a retail inevitability. 

Enter Nihilistic Software and their debut 
game, Vampire: The Masquerade — 
Redemption, the first CRPG to be set in White 
Wolf’s popular pen-and-paper World of 
Darkness universe. While | could go on and on 
about the single-player version and how amaz- 
ingly fun it is, I'll leave that to our reviewer. | 
simply mention it here to show that there's 
more to this title than the gimmick of being first 
with a new online gaming feature. Vampire is 
fast-paced, easy to play, drop-dead gorgeous 
and has an online gimmick—the ability to cre- 
ate your own stories in the game’s engine and 
run them for a group of online friends. 

This is arguably the most important innova- 
tion in online role-playing since the introduction 
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of the “mute obnoxious user” button. A Vampire 
GM sets up the environment to his or her liking, 
using either pre-generated locations and items 
from the retail game, or actually designing city 
layouts, character skins, exotic artifacts, new dis- 
ciplines, and other details from scratch. As with 
any pen-and-paper campaign, the story is 
revealed through player exploration and dia- 
logue with NPCs, the latter of which can be con- 
trolled directly by the GM for true interaction and 
conversation. And just as in offline RPGs, your 
ability to solve any mystery will be limited not 
by the restrictions of a pre-programmed game 
system, but by your own actions and reactions to 
a human-controlled environment. 

Nihilistic’s glorious childe is only the begin- 
ning. The floodgates are now open, the con- 
cept has been proven, and it’s easy to see 
where game-mastering tools could become as 
ubiquitous in future RPGs as scenario editors are 
in strategy games. Later this year, Interplay will 
be bringing an even more impressive set of 
tools to the Dungeons and Dragons crowd with 
Neverwinter Nights, and | can’t wait to see 
where the industry takes it from there. 


Jeu obscur du mois 

For both general coolness and the sake of conti- 
nuity, this month's Hidden Treasure is GRIP, 
Generic Role-playing for Internet Players, from 
www.RPGRealms.com. The full version of this 
program, which runs around $40, contains all the 
necessary tools for game-mastering a pen-and- 
paper RPG online, from the basic chat and file- 
server suites to an adventure editor, map design 
utilities and two pre-generated generic adven- 
tures. The player-only client, which allows you 
to access GR/P-based games and includes such 
amenities as a character sheet utility, dice roller, 
map viewer, and editable adventure journals, is 
free to download. Okay, so it may not have the 
graphical splendor of Neverwinter Nights, but if 
you've got a good imagination and a hankering 
to play Traveler or Tunnels and Trolls online, this 
is the way to go. @ 
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In an enchanted medieval realm known 
as the Gael Serran. an evil Pharaoh has 
overcome a curse and returned to wreak havoc. 
Only the legendary Mavin Sword — 
a blade forged of twin metals. 
one cursed by evil, the other blessed 
by the divine — has the strength 
| to bring his defeat. 


Can you uncover the mysteries of the 
Sword before terror reigns? 
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Diablo II's 
Battle.net Demons 


THE MUCH-ANTICIPATED D/ABLO // FINALLY HIT STORE SHELVES ON 
June 28, and developer Blizzard was hit with the pleasure—and 
pain—of success. On the bright side, initial reports indicate that 
of the two million copies shipped, over 180,000 sold on the first 
day. Unfortunately for Blizzard, however, it appears that most of 
those purchasers skipped the single-player game and headed 
straight for the Battle.net online realms. 


The resulting flood of players trying to connect to 
online games—likely the largest-ever for the first day 
of a product’s launch—brought Battle.net to its 
knees. Many users were unable to even connect to 
the service the first day, and even when you man- 
aged to connect to a game, it was rare to be able to 
keep it running for more than a couple of hours. 
Although Blizzard did hold a “stress test” beta with 
thousands of users, a status update posted on the 
company’s web page stated “the bandwidth 
required by the game is higher than the past several 
months of testing indicated. As a result, connections 
to the Diablo I] realms may be bandwidth starved 
during peak usage periods.” 

The frustration was exacerbated by an initial lack of 
updates by the team on what was going on. For the first 


IL Ay Oty 
% 


rumors first looks 


SEPTEMBER 2000 


First play tip: Avoid aiming at own feet when casting 
fireball spells. 


No, this isn’t Starcraft Il. 


“Hail and well met! Shall we vanquish monsters for a cou- 
ple of hours until the West Coast players log on and crash 
things?” 


two days, there was no indication on Blizzard’s web site 
that the company was even aware that there were 
problems, and the initial status updates that finally did 
appear were brief and vague. Furthering the frustration 
for Battle.net novices, the link to the page on how to 
play “open games” (which are far more stable, but are 
also less secure against cheats and “feature exploits”) 
was broken over the weekend. While Blizzard arguably 
didn't expect the Battle.net problems, given its seem- 
ingly rigorous stress test, the company could have pre- 
vented a lot of frustration by posting updates earlier 
and more often. (At press time, it appeared that daily 
updates were finally happening. ) 

If you’re wondering where our Diablo I/ review is, 
the answer is that it will be in our next issue. Blizzard 
was concerned with the potential for piracy of this 
product, and didn’t want copies to leave the compa- 
ny’s offices until it was ready for worldwide release. 
Thus, it didn’t send out early “gold” copies, early 
printings of the final version which are typically 
expressed to magazines for review. Because of this, 
we only had copies in-hand for six days before this 
issue went to press. With the difficulty of getting 
even adequate performance on Battle.net (reviewer 
Cindy Yans has been waking at 4 a.m. to get game- 
play time in before the servers get bogged down), 
our review is still in the works. 

Blizzard did offer to bring a writer to its offices to 
install and play the game all the way through, an 
option a number of publications took. We decided 
that a three-day marathon, with only a few players 
on Battle.net, wouldn't reflect the actual gaming 
experience that our readers would encounter. So in 
order to give the game “real-world” testing on 
Battle.net, and to have time to play through the 
quests with multiple character types, we chose to 
wait until our next issue to print the review. However, 
we realize that many of you won't want to wait to see 
what we think, so our review should be online at 
www.cdmag.com by the time you read this. 


Bungie Has Been Assimilated 


THE BIG INDUSTRY NEWS THIS MONTH WAS THE ACQUISI- 
tion of PC and Mac developer Bungie Software by 
industry giant Microsoft. The plan is to relocate 
Bungie to Redmond, Washington and make it an 
independent studio within Microsoft's game division. 
There the Bungie teams will work in conjunction with 
the X-Box team, helping to optimize the hardware 
and software and generally determine the direction 


Will Halo become an X-Box-only title? 


Half-Life Gets Boost 


HALF-LIFE |S TURNING OUT TO BE RATHER APPROPRI- 
ately named—much like the radioactive isotopes 
that inspired it, it’s taking a rather long time to 
decay. It’s been almost two years since Half-Life 
was named “Game of the Year” by virtually every- 
one, and in that time it’s continued to grow. 
Recently, Valve Software introduced a radical new 
patch to the game, raising the game to version 1.1, 
and the popular Team Fortress Classic mod to ver- 
sion 1.5. 

As with any patch, there were quite a few small 
bugs fixed and some slight balancing of the classes 
in Team Fortress Classic, but this patch is particular- 
ly exciting for the new features it introduces: new 
network code and the VGUI interface system. The 
new network code is very similar to that which is 
planned for Team Fortress 2, and greatly improves 
the quality of play for those on dial-up modem 
connections. The VGUI interface is a new in-game 
menu interface used to do things like select classes, 
communicate with other players, and so on. It’s 
fully mouse-driven and is based off standard 
TrueType fonts, so it should make somewhat com- 
plicated team games a little easier to manage, as 
well as providing mod authors with some new ways 
to create custom interfaces. 

Several popular mods have already been updated 
to make use of the new features. In fact, the most 
popular means of playing Half-Life online, by far, is 
the spectacularly popular mod Counter-Strike, which 
has been available for a little more than a year. More 
people play Counter-Strike online than Quake /// 
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that the next-generation console takes. 

Bungie fans immediately expressed concerns that 
Bungie was becoming a console-only company, and 
while it only follows that the company will put more 
of an emphasis on console development than it has in 
the past, Bungie PR guru Doug Zartman puts to rest 
fears that Microsoft will mandate that the company 
make only X-Box titles. “The decision about what 
platforms to develop for will be in the hands of the 
development teams” Zartman explains. “They are free 
to develop a game for whichever systems they think 
are appropriate for it. No decisions have been made 
at this point about which platforms Halo, or future 
games, will ship for.” 

The platform fate of Halo (which was featured on 
the cover of our August issue) may be up in the air, 
but Bungie has confirmed that Oni (their other project 
in development) will be finished by Bungie and pub- 
lished by Gathering of Developers for both the Mac 
and the PC (Rockstar Games is developing and dis- 
tributing the PlayStation 2 port). After Oni is finished, 
the team will join the rest of Bungie in Redmond to 
help out on their next project. 

As for existing games, Take Two Interactive will get 
the rights to the Myth titles (and will likewise be pro- 
viding future support for both Myth and Myth I/). The 
current bungie.net servers will continue to be main- 
tained by Bungie indefinitely, and all new bungie. net 
servers will likely go online to coincide with the 
release of Halo. —Benjamin E. Sones 


Arena, Unreal Tournament, and Starsiege: Tribes com- 
bined. As with any major update to the code, there 
have been a few small problems uncovered with the 
new Half-Life patch that should be addressed quickly. 
To update your Half-Life, simply run the Sierra Utilities 
auto-updater. For more information of Counter-Strike, 
visit www.counter-strike.net. —/ason Cross 


The terribly popular Half-Life mod Counter-Strike. 


Good idea—Children of the 1970’s 
owe their anime’ introduction to 
Speed Racer, and children of the 
90’s to Pokemon. But those whose 
formative animation-craving years 
fell in the late 1980’s will always 
have a soft spot in their hearts for 
Robotech, the story-butchered and 
poorly translated American version 
of Japan’s popular Macross license. 
So what if the dubbing was bad, the 
plot points implausible, and at least 
one main character practically 
unbearable? It had transforming 
ships, lots of mecha, and the sort of 
awe-inspiring, missiles-aplenty 
space battles that screamed “this 
would be adrenaline incarnate if 


Robotech 


only it was a computer game.” 
Mattel must have agreed, since 
they’ve just announced a deal with 
Robotech producer Harmony Gold to 
create at least one game based on 
the series. While no specific details 
have been announced, Mattel has 
stated that the game or games will 
be released for both PC and next- 
generation console systems. And 
so, in honor of this long-awaited 
and blessed event, we encourage 
everyone to pick up their pens right 
now and join us in begging Mattel, 
“No Minmei!”... Bad idea—If the 
industry were to give out a 
Waterworld Memorial Award For 
Games Based on the Biggest Box- 
Office Flops, next year’s winner 
could likely be Battlefield Earth. 
During a panel at this year’s 
DragonCon science fiction conven- 
tion, Battlefield Earth movie director 
Roger Christian announced that he 
plans on additional projects for the 
ill-fated sci-fi license, including a 


i=) 

movie sequel, an animated series, S 
and a PC-based game. No word yet é 
on which company might be crazed | 2 
enough to tie up money or develop- : 
ment time in such an endeavor, nor HA 
did Christian leak any details about in 
genre or story, but we’ll be anxious- ‘ 
ly awaiting the slightest bit of news. = 
After all, we don’t have Daikatana to | = 
kick around any more.... >>> | | ° 
| © 
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Weird ideas—in what might be one of | 


the oddest technical support moves of 
recent history, Blizzard decided to get — 


a jump on the competition by releas- 
ing the Diablo II patch before the game 


was even on store shelves. Now, 
instead of creating a horde of upset 
fans who wait days for their game to 
be playable, the golden boys of the | 
industry have introduced a new 
trend—hordes of upset fans waiting 


| days for their patch to be usable. 


Given the hype and anticipation sur- 
rounding the year’s biggest sequel, _ 
Blizzard in essence handed a small 


child a leash on Christmas morning and 


said there’d be a puppy soon. (Then, 


_ of course, when the puppy finally 


arrived, there were so many kids in the 
dog park that you couldn’t throw a 
ball.)... in other odd trends,-— Sierra 
and Troika recently gave RPG fans a 
chance to put themselves in a game 


-_designer’s shoes. Instead of creating 


their own extensive collection of in- 


game “literature” for Arcanum, Troika 


threw wide the doors to any would-be 
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| action, since most warez sites 


fantasy writer with a few good ideas, 
offering to use the most entertaining 
submissions in their game as newspa~ 
pers, letters, books, and other written 
material that the characters might find. 
This was, of course, great news for 
fans, since every gamer dreams of see 
ing his or her own work on the screen. 
Still, the real winner must have been 
Troika, whose canny employment of 
contest-like methods and the phrase 
“by submitting your work, you grant 


‘Sierra a royalty free license to use the 


material in the game” likely provided 


their game with a good bit of no-cost 


content. What’s next—a 3D engine- 
building contest for the next Doom 
game, so that John Carmack can spend 
even less time in the office?... Arrrrrrh, 
matey Pirates, beware—there’s a venge- 
ful fleet on the way. In early June, 13 


‘major game companies finally took up 


arms against websites who fly the Jolly 
Roger. Activision, Capcom, Eidos, 
Electronic Arts, Havas/Sierra, Hasbro, 
LucasArts, Interplay, Midway, Nintendo, 
Sony and 3D0 have filed multiple law- 
suits against a group of six “Warez” 
sites, accused of illegally distributing 
copyrighted game software. 

This is no small-time People’s Court 
case, either—the lawsuits not only ask 
for court-ordered injunctions to shut 
the sites down (usually a pointless 


>>> 


NFL Blitz 2001 


More football insanity from Midway 


MIDWAY’S NFL BLITZ SERIES HAS NEVER BEEN ABOUT, AS 
the developers call it, “Slow paced football that you 
see on TV and those boring sims that other companies 
develop.” The 2001 version of the game will stay true 
to form in that there are no rules, only a handful of 
players on the field, and more bone crunching would- 
be illegal hits than you can shake a cast at. 

While making the game even more over the top, 
Midway is also adding a bit more customization. This 
year gamers will be able to create their own teams 
from scratch. You can create plays, teams, helmets— 
whatever you like. NFL Blitz 2001 comes with all 31 
teams, four new Blitz stadiums, new in-game camera 
angles and all new player models and animation. The 
graphics in Blitz 2001 are very crisp, far surpassing 
the graphics from previous editions. The new anima- 
tion and 3D modeling work really shows. 

No one can possibly confuse NFL Blitz with any- 
thing but a fast paced frenzied game that vaguely 
resembles real football, but Midway is trying to at 
least bring some reality back to the game by adding 
more player skills to its virtual warriors. Midway calls 
them “authentic player attributes”. This should sim- 
ply make the big guys hit harder, the fast guys run 
faster, the great wide outs catch balls in traffic, etc. 

Rounding out the new features this year are a new 
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interface, mini games (stuff like first and goal frenzy, 
receiver training, etc.), varying weather conditions, 
and multiplayer season support. NFL Blitz 2001 should 
hit the gridiron this September. —William Abner 
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Blitz 2001 gets a brand new interface. 


Gilbert Goodmate and the Mushroom of Phungoria 


Hasbro continues its racing sim push 


PRELUSION IS A SWEDISH COMPANY FOUNDED ON 
January 1st, 1996, in a little town called Ostersund. 
Since then, it has been working on its premiere rather 
unwieldy sounding title, Gilbert Goodmate and the 
Mushroom of Phungoria. After a year and a half of 
what it calls "hobby-development,” (that would be 
the "yes, we're doing it no matter what anyone 
thinks” stage), followed by contracts with two pub- 
lishers (most recently Crystal Software), its developers 
are still going strong. 

The wizard Kam was a force of evil in the old days 


Pease Fs soa t 
ate wi oe 


Teh eae ge ee ee 


The executioner causes a rise in the stock market. 


and a great many tried to challenge his power. They 
failed. Finally a young boy took it upon himself to 
face Kam on his own-on his own, that is, except for 
the assistance of a giant mushroom. The two of them 
defeated Kam and the mushroom was seated in a 
place of high esteem in a town called Phungoria. 
Every year, the people elected a new mushroom pro- 
tector to ensure that it remained safe, and held a fes- 
tival in its honor. And so it was, until the year 
Abraham Goodmate took office. One week before the 
festival, the mushroom is stolen and everyone blames 
it on Goodmate. He is sentenced to death. Enter his 
grandson Gilbert Goodmate (A.K.A. you), who must 
find the stolen mushroom and capture the thief, all 
within one week. 

Gilbert Goodmate is a 2D adventure game with 
over 6,000 frames of animation, and over 50 charac- 
ters spouting over 20,000 lines of humorous dia- 
logue. In it you'll see Gilbert, looking for the life of 
him like a Guybrush Threepwood prototype; “Crazy” 
Pete Fedurski-self appointed guardian of the city; the 
footless Princess Michelle; Arver the hypochondriac; 
The Genie With The Long Name; and the Dreaded 
Two-Headed Pink Hare of Phungoria. It all looks off- 
beat and charming, and if things go well, we should 
see the game sometime later this year. 

System requirements include a 133MHz Pentium 
and 32MB RAM, so it's just about anybody's game. 
The "feature list” also highlights the phrase “over four 
years in development!” Shouldn't John Romero have 
told them? —Cindy Yans 
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move around like greased hogs at a 
country fair), but demand monetary 
damages of up to $150,000 per copy- 
righted work. Since the sites in ques- 
tion allegedly hosted hundreds of 
games for free download, there will 
likely be six very worried and very 
broke pirates at the end of this trial. 
The Big Thirteen also plan to file law- 
suits against other pirate software 
sites once these cases are resolved... 
“I’m not quite dead...”—Following the 
Bungie/Microsoft Unholy Pact 
Announcement of June 2000, Mac fans 
have been sweating single-button 
mice over the future of gaming on 
their chosen platform. Fortunately, 
Westlake seems to be unfazed by the 
alleged deathblow to Apple’s strug- 
gling prodigy, and has continued to 
announce Mac versions of popular PC 
games. In addition to their recent 
release of Tomb Raider: The Last 
Revelation for Mac, Westlake will soon 
ship that fine home-decorating game, 


Tomb Raider: The Last Revelation 


The Sims. For the future entertainment 
of the Blueberry and Grape crowd, 
Deus Ex and Rune are also in the 
works... "1 think I’m getting better...”— 
As one company does not a resurgence 
make, Hyperion is also catering to Mac 
users with ports of PC games. On the 
upside, they’ve announced a Mac ver- 
sion of Raven Software’s Soldier of 
Fortune. On the down side, they’re 
currently working on doing the same 
for Monolith’s Shogo: Mobile Armor 
Division. Any actual sales of that lat- 
ter title will just go to show that 
alternate platform gamers are fairly 
desperate for entertainment. 
Fortunately, Shogo didn’t quite kill 
the PC market stone cold dead, so it’s 
unlikely to do so for the Mac market 
either.... “I feel happeee, | feel 
happeee...”— Finally, not to be left 
out, Gathering of Developers has also 
thrown its hat into the Macintosh 
ring. At MacWorld Expo 2000, they 
showcased five titles to be released 
in the next year or so—the aforemen- 
tioned Rune, plus 4X4 Evolution, Oni, 
Heavy Metal: F.A.K.K. 2, and Tropico. 
While the fate of that Holy Grail, 
Halo, may be in serious doubt, it 
seems that Mac users aren’t totally 
skunked. If nothing else, at least 
they’ll get a nice consolation prize, a 
year’s supply of virtual rice-o-roni, 
and a copy of our home game. @ 
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Master of Orion III 


New space empires to build and conquer 


AS WITH PREVIOUS TITLES IN THE SERIES, MASTER OF 
Orion III will be a game of galactic empire-building, 
with all the standard X’s you’ve come to expect from a 
4X strategy game—explore, expand, exploit, and of 
course exterminate. Colonize planets, trade with other 
races, fight glorious interstellar battles—you know the 
drill. Quicksilver, however, stresses the social and 
political aspects of this game, hinting that internal 
politics might be equally as important as interspecies 
relations. Possibly even more so. Rival factions, 
rebels, traitors, and even an angry rabble might bring 
a would-be emperor’s career to a short and sorry end. 
Master of Orion III will be a turn-based/real-time 
hybrid title, with an emphasis on making sure that 


KLACKON SHIP - : 
PRELIMINARY CONCEPT ART =i 
MASTER OF ORION #f 


A beetle-like race gets a beetle-like ship. 


Grand Prix 3 


gameplay never bogs 
down. Most aspects of 
the game will be 
played out in simulta- 
neous-turn mode—all 
players have a certain 
amount of time to 
select their actions, 
which then occur con- 
currently before the 
clock stops again for 
another round of plan- 
ning. Combat, on the other hand, will occur in real 
time. As the game is still very early in development, 
there’s no telling yet how these two aspects of 
gameplay will mesh together. 

There are also few details about the game’s struc- 
ture, interface, or primary goals at this time. A few 
basic facts, however, are known—the galaxy will sport 
eight major alien races (and, not coincidentally, eight 
players in multiplayer mode), and will be around three 
times the size of the previous game’s playable area. It 
will be tuned for both single-player and online play, 
and should be available late in 2001. All else, at this 
point, is speculation. But you can be sure we'll have 
more on this title in coming months. — Cindy Vanous 
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Quick, somebody get this 


guy a plate of sushi anda 
peace treaty. 


Hasbro continues its racing sim push 


HASBRO’S NEW SPORTS DIVISION IS FOCUSING PRIMARILY 
on racing simulations; with the announcement of 
NASCAR Heat and Grand Prix 3, the company is hop- 
ping into a crowded market. Established names like 
Papyrus and Ubisoft (the sim companies) and EA 
Sports (the arcade company) have a stranglehold on 
the genre. 

Grand Prix 3, a sequel of sorts to F! Grand Prix 


Grand Prix 3 has stunning visuals. Even the backdrops 
look sharp. 
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and Grand Prix 2, features real circuits, real teams, 
real drivers, and real cars from the 1998 Formula 
One (FOA) circuit. The game comes with driving 
aids for rookies, Quick Race mode, Non- 
Championship Races and the complete 
Championship Season with full qualifying and 
practice days, pit stops, complete car set ups, and 
data logging. There will be five distinct levels of 
difficulty (from Rookie to Ace); this will hopefully 
make the game fun for newbies and serious race 
fans alike. 

The game’s visuals, even at this early stage, look 
very crisp and colorful. Hasbro, along with developer 
Geoff Crammond, promises 3D support for every 
major chipset as well as force feedback support. By 
the looks of it, you are going to need a beefy 
machine to run this puppy at full bore. 

Grand Prix 3 is very similar to NASCAR Heat in the 
sense that it is trying to cater to both the casual 
race fan and the hardcore sim fanatic. The garage 
features illustrate this point. You can ignore the car 
setup area if you wish, but if you like to get your 
virtual hands greasy you have access to a ton of 
features; adjusting things such as springs, ride 
height, dampers, and anti-roll bars with full refer- 
ence guide. 

The game is set to ship this fall, and with an expe- 
rienced sim developer like Crammond at the helm, it 
may end up being a game Formula One fans will 
want to keep an eye on. — William Abner 
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A Paean to Antisocial Gaming | 
by William Abner 


t’s time for me to fess up. | really don't 

like playing sports games online. I’ve 

been in the closet about this for quite a 

while, but | think it’s high time | came 

out and said it: | rarely play sports games 

over the Internet. It’s so much that | am 
against online gaming in general; | played a 
MUD while in college for more hours than | 
care to admit. | also enjoy LAN games quite a 
bit. When | can get a group of my friends in 
the “game room” of my home, we have a 
merry old time playing all sorts of games 
(sports, strategy, RPG, etc.). It’s one thing to 
play with a buddy who is sitting right next to 
you (in perfect taunting reach) but it’s quite 
another to hop online and play a game 
against a perfect stranger. | just don’t see the 
attraction. Sure, it’s always better to play a 
game against a human rather than Al but 
there are so many negatives related to online 
sports games that it hardly seems worth the 
effort. In fact, I’d go so far as to say it could 
be a waste of money when developers spend 
too much time and resources on the online 
components of a game. 

Take High Heat 2000 for example. At the 
1999 E3 Expo, 3DO’s Mark Dickenson informed 
me that the team spent a ton of time getting 
the online portion of High Heat 2000 to work. 
He even wondered aloud if it was worth all of 
the cash. Heat.Net’s High Heat room was any- 
thing but hopping. High Heat 2000 was a great 
game. It was also very buggy out of the box 
and one can only speculate if that would have 
been the case if Team.366 had focused 100 per- 
cent on the solo game and nixed the multiplay- 
er stuff entirely. 


There are other aspects of online sports gam- 
ing that can leave a bad taste in your mouth. | 
fail to see how it is fun to play NHL 2000 online 
against a guy named “IROOL”, who has a cheat 
activated that gives all of his players maximum 
skill settings. Yeah, sign me up for that abuse! 
It’s also zero fun when someone quits when los- 


| fail to see how it is 
fun to play NHL 2000 
online against a guy 
named ‘IROOL.’ 


ing a game. There is nothing more annoying 
than when you are beating some poor guy and 
he quits the game outright. These are the risks 
you take when playing a stranger in a one on 
one game over the Internet. 

What frustrates me more than anything is 
that | have to question whether or not our 
sports games would be better if not for the 
desire to add online support to every game that 
hits the shelves? It’s become a norm of the 
industry and games are panned nowadays if 
they fail to have online support. NFL Fever 2000 
and NBA Inside Drive 2000 were both picked 
apart by the media and some vocal fans due to 
the fact that they were both single player 
games. People tend to ignore the fact that NBA 
Inside Drive played a fundamentally better 
game of basketball than NBA Live 2000. Would 


we see better Al or more feature rich games if 
not for online support? We can only guess, but 
it sure seems likely. 

There are exceptions. Golf games make for 
good online games. If the guy quits, you can 
keep playing your round—no big deal. Racing 
sims also make good online games for the same 
reason (unless some jerk decides to play demo- 
lition derby). And there is one aspect of multi- 
player gaming that | always look for in the 
sports games that | play: A game needs to let 
more than one person play in a league format. 
If a group of friends wants to play a league of 
Madden 2000 then it should certainly be an 
option. Sports games are great when you live in 
a college dorm or an apartment and wish to 
play with all of your friends. However, this isn’t 
quite the same thing as dedicating tons of 
money and time on modem-to-modem and 
Internet support. 

There is also another form of online play 
that | think is warranted. Online league sup- 
port can be something that gives a game 
extended life. Fans that are in Internet leagues 
are still playing Sierra's Front Page Sports line. 
(With full HTML support, etc.) But even those 
leagues are not played one on one. A league 
commissioner runs the league—so that too is a 
bit different. 

I'm not against having sports games offer 
online play. | am against online play that gets 
in the way of the development of the single 
player experience. And for the past few years it 
certainly seems like that has been the case. And 
people wonder why some yearly sports updates 
are so paper-thin. Perhaps we should start 
blame our modems. @ 
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DISCONNECTED AGAIN. ENOUGH ALREADY. 
There you are happily gaming online when you hear 
' that one little word you know so well, 
“Good-bye.” Suddenly, you're no longer firing 
a laser-guided rocket at the back of your 
buddy’s head. Instead, you're left all alone 
with nothing but your thoughts to keep you company. 
And one thought in particular keeps popping up. 

WHO DISCONNECTED ME AND 


WHERE DO THEY LIVE? 
How are you going to get back at your Internet 


service provider for ending your session just when 
you were starting to have fun? A million interesting 
ideas run through your head but you won't settle for 


When you’re online, 
you know how 
frustrating it is to 
get disconne 


r 


anything less than the “piece de résistance.” Ahhh...you've 
got it. It's time to take action. It’s time to make a call. 
HELLO, EARTHLINK. 
If you're tired of your ISP disconnecting you, why not 
return the favor and call EarthLink? You'll find we have 
what you've been looking for in an Internet service 
provider all along. Like over 5000 local access numbers 
in the United States to help you get connected. And 
a Fast Lane Internet monitor that automatically 
alerts us if you're having a problem with your 
connection. So pick up the phone, call your 
ISP and in a polite but soulless voice say, 
“Good-bye.” Then call us at 1-800-EARTHLINK or 
visit us at earthlink.net. Because it’s your Internet. 


EarthLink 
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When one game Is everygame 


was playing my MMRPG of choice the other 

day when one of my party members asked 

(out of character, of course), “Doesn't 

Diablo Il come out soon?” | replied, “Yes, 

any day now,” which at the time was a 

fact. He said, “Yeah, | thought so, but I’m 
not gonna get it.” “Why not?” | absently asked, 
assuming the answer would have something to 
do with finances, time constraints, religious 
convictions, “my Mom won't let me,” hatred of 
the original game, or simply an overwhelming 
“not-my-cup-of-tea-ness.” While the latter 
comes closest to describing the reason, what 
the good Magician actually said made me won- 
der again about general game addiction versus 
particular game addiction. 

He thought for a moment and said, “Well, I’m 
not getting it because | played the closed beta 
game and found out that it’s not like this.” No, 
it’s not like this, but neither are any number of 
other really interesting games out there. My own 
mountain of must-play-before-|-die games is 
starting to expand across the street, annoying 
the neighbors and destroying property values 
with its violent, sexist, satanic imagery. 
Neighborhood children are warned, “Don’t go 
near that lady’s house—| know it can’t be safe.” 
| see them sneak by, though, unsuccessfully try- 
ing to ignore the must-play mountain, but 
basking in the demonic, sexist, violent images 
that typify all computer entertainment. 

The Magician's point of view seems to repre- 
sent that of a great many avid players of one and 
only one game. And that isn’t to say one and 
only one game ata time. It means one game, 
period. For instance, | was reading through my 
guild e-mail today. (OK, yes, | belong to a guild 
on my MMRPG of choice, but really, it’s not hyp- 
ocritical, really it’s not[she said defensively], | 
can still claim dilettante status if | want.) One of 
the posts carried news that the 3D0 company is 
finally shutting down its Meridian 59 game after 
years and years of operation. So much new has 
happened, and so much innovation has gone 
into the worlds of U/tima, EverQuest and 
Asheron's Call, that it’s a wonder anyone could 
possibly have still been playing Meridian; but 


by Cindy Yans 


they were. They are going into shock as we 
speak, now that their parallel universe is being 
ripped from beneath them. Many of these people 
are not just escaping from the stress, pain, medi- 
ocrity or whatever other factors make up their 
daily lives. They are wearing a custom made set 


| eT — is pec, | 


of respect. | recall one day a long time ago 
when | joined a group in Imagination’s Yserbius 
game and was berated by some “superior offi- 
cer’ for not dressing properly at a guild meet- 
ing. | was quite modestly dressed in a face veil 
and birthday suit—"“What was he thinking?” | 


Many of these people are not just escaping 
from the stress, pain, mediocrity or whatever 
other factors make up their daily lives. They 
are wearing a custom made set of blinders 
and allowing a single gameworld to house 
their primary identities. 


of blinders and allowing a single gameworld to 
house their primary identities. “They may 
migrate over to join us,” the guild mail indicat- 
ed, but | don’t think it will be an easy transition. 

| guess | don't understand... just as | never 
understood why | chose to bring peanut butter 
and jelly sandwiches to school for lunch during 
nine consecutive childhood years. Partially, it 
was because mayonnaise gets rancid without 
refrigeration; and partially | guess they just felt 
“safe.” Indeed, a safety net of sorts might be 
one contributing factor to gamer tunnel vision; 
since all of the personal and environmental 
“risk factors” are usually out of the way during 
the first six months of play. 

Then there are the issues of competence and 
status. If you never change games, you could 
theoretically never again have to undergo the 
trauma of being a newbie. (“Uh, please sire, 
wouldst thou help me? Where is the %&*$-ing 
bank?”) You have all the cool items, all the 
prestigious stats and titles. Perhaps you're an 
officer in a guild. This type of status is hearten- 
ing, especially if real life offers little in the way 


fumed, and quit the guild the next day. With 
the realization soon thereafter that this kind of 
power might well be all the poor man had to 
hold onto, | cooled down, but never (until 
rather recently) joined another online guild. 
Power mongers are prevalent enough in real 
life, thank you very much. 

One of the more understandable reasons for 
doggedly sticking to one game is that it’s a whole 
lot less expensive that way. Sometimes we who 
don’t pay for that many games become a bit 
cavalier about always having a stockpile from 
which to choose. We forget how lucky we are, and 
tend to also forget about the majority who are 
putting their quintuplets through medical school. 

If you can afford it though, go ahead and 
get out of that rut. Dare to change. Be adven- 
turous. Be a newbie—that is unless you're the 
victim of the other understandable situation, 
namely “My Mom won't let me.” If that’s the 
case, | suppose it’s something that only grow- 
ing up will solve (Brrring. “I'll call you back, 
Mom, I'm finishing up my stupid editorial. 
Mom? Mom.....2”), or not. i 
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“To qualify for CBI rebate, you must order Diablo |! between August 4, 2000 and October 15, 2000. Mail 
the original invoice, proof of purchase (original UPC code from the product box), the original rebate offer  [Visa, MC & Discover - 
(this ad), and a self addressed stamped envelope (for return mailing) to Chips & Bits, Inc. Rebate Dept. _| shipping times & offer not guarante & are subject to 
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X-Plane Proves Smaller Developers 
Can Create Impressive Sims 


t's disappointing to see the sim market 
slow down like it has. After the recent rash 
of helicopter sims, the next products we 
have to look forward to are B-17 Flying 
Fortress Il, Combat Flight Simulator II, 
Battle of Britain, and hopefully Flanker 2.5 
and Flight Sim Toolkit Il. On the bright side, all 
of these games look stellar—there’s no Nations 


by Denny Atkin 


play for WW II fans. 

Can smaller developers fill the gaps now 
that most of the big guys are abandoning the 
genre? Creating a simulation is a daunting 
task. You need a 3D engine, a physics model, 
missions that feel realistic yet are still playable 
on a PC, and you have to please a vociferous 
crowd that could find fault in a real F-16’s han- 


“There's a wide range of scenery in the sim, 


or Luftwaffe Commander in the bunch. Of the 
companies releasing these sims, you can count 
on Microsoft and Empire/Rowan to continue 
producing products in our favorite genre. SSI 
is a bit more of a wildcard, since Mattel 
Interactive is up for sale and what the new 
owners will do can’t be predicted. On the 
downside, Hasbro has made it clear that B-17 
is its last sim, and there’s no announced U.S. 
distributor for Flight Sim Toolkit Il. And Jane’s 
looks to be pining for the fjords, with the Air 
Warrior series the only aircraft sims still under 
development under the EA umbrella. 

Still, there are some damn fine sims coming, 
and some great ones already on the market to 
tide you over. If you're a sim player and you 
don’t have Falcon 4.0, MiG Alley, USAF, Flanker 
2.0, European Air War, WW II Fighters, Enemy 
Engaged: Comanche vs. Hokum, and F/A-18, 
then stop reading this and hit the stores now. 
These are wonderful games that will do much 
to tide you over until someone comes up with 
the magic feature set to get sim sales rolling 
again. And if you don’t mind pay-to-play, 
Warbirds, Aces High, Battle of Britain, Fighter 
Ace, Air Warrior, and WW II Online offer online 


including authentic Martian terrain. ° 


dling. However, there are some independent 
developers who aren't daunted by the task. 
Crosswinds Simulations is working on 
Stormbird, an Me-262 simulation that promises 
detail down to various submodels of the 
plane—if it ever sees the light of day. We hope 
it ships, but it’s been in development for a 
long time, and so far we've seen only proto- 
type screen shots. 

More likely to ship is //-2 Sturmovik, from 
Maddox Games in Russia. The air war on the 
Eastern front has been all but ignored until 
now, but this game should more than make up 
for that with flyable Yaks, MiGs, and IIlushin 
aircraft. Not to mention some airplanes that 
would never get funding from a marketing 
department, such as the Heinkel He-111Z, a 
dual-fuselage glider tug. 

Proof that a talented small developer can 
pull off an ambitious sim comes from a product 
already on the market: Austin Meyer's X-Plane. 
This isn’t a combat sim, but it comes with a 
wide variety of fascinating combat aircraft to 
fly, ranging from the Harrier to the XB-70 
Valkyrie. You'll find Cessnas here, but you'll 
also find the Space Shuttle. There's a wide 


range of scenery in the sim, including even 
authentic Martian terrain complete with low 
gravity and a thin atmosphere. 

And amazingly, the core simulation was cre- 
ated by a single individual. When you also con- 
sider the wealth of add-ons created for the sim 
by the user community, X-Plane is proof that 
you don’t need a Microsoft or EA behind you to 
create an impressive product. It just keeps get- 
ting more impressive, as well, with new updates 
released every few weeks, most of them chock 
full of user-requested enhancements. 

There's been a price to pay for this constant 
level of attention and enhancement, though—at 
the www.xplane.com web site, the sim has been 
selling for a whopping $199, with major 
upgrades clocking in at a staggering $99 as 
well. Although this made X-Plane fliers a pretty 
exclusive club, for the avid simulation fan who 
enjoys test flights and cross-countries, many 
considered it money well spent. However, at 
press time, the price had been lowered to $79. If 
this reduced price sticks and word spreads, X- 
Plane could prove a small developer can make a 
mainstream success. 

Could this be the model for future “hardcore” 
combat sims? Would you be willing to spend 
$199 on a WW II combat sim if you knew it would 
see constant improvement and new, realistically 
modeled aircraft added periodically? 

Well, this is it, folks—my last “Flight Line” 
column. I've written a sim column for one pub- 
lication or another every month since early 
1995, but as | move on, things have slowed 
down to such a degree in the sim market that it 
seems time to take a break. This column will be 
going on hiatus, at least until after the Autumn 
crop of simulation products ships and gives my 
successor something to actually write about. In 
the meantime, for the next few months William 
Abner will keep you abreast of the latest in 
sports games in this space. Happy landings! m 


MPUTE 


e GAMES Pee 
DE 


S PREVIEW GUIDE 


the demos. Only $9.99: 


| COMPUTER GAME 


See all the previews and play 
27, 2000, at stores evyerywher 
il. CAL 


e. 
py by mail. 1 NOW: 1 (800) 699-4263 


Qn sale June 
Or order yout co 


Source Code 11272 


BONUS SECTION * COMPUTER GAMES ° SEPTEMBER 2000 


S 
fo) 


Language # 
Barriers = 


When making one game is liking making eight 
by Phil Steinmeyer 


f you've been following this column for a 

while, you know that my small company, 

PopTop Software, is best known for devel- 

oping one major game, Railroad Tycoon Il, 

a couple of years ago, and has one new 

game, Tropico, under development. One 
game every couple years—sounds like a pretty 
easy pace, huh? 

Believe it or not, in the last two years we've 
made or helped make 39 games, and are cur- 
rently making eight more. No, we haven't been 
teaming up with Head Games to make Extreme 
PaintDry or any other 30-day development 
wonders. All 39 games are variations of 
Railroad Tycoon Il. Some have been minor vari- 
ants, easily created in a few hours, others have 
been major new versions, with months of devel- 
opment time (either within PopTop or by out- 
side developers). They are both a major source 
of revenue for our company, and a royal pain 
in the tuckus. The variations fall into three pri- 
mary categories—different languages, different 


(on my part) each to make, counting time to 
iron out the inevitable snafus. The actual lan- 
guage translation probably took about one to 
two months per language. Most of these made 
economic sense to do, some didn't. | agreed to 
do the Portuguese version in part because | 
lived in Brazil for a couple years while growing 
up, and used to speak Portuguese. It was diffi- 
cult to coordinate, time consuming, and to do 
it | had to buy a new version of the third-party 
installation program we use, at a cost of $1200. 
Total Brazilian royalties to date: $700. Okay, so 
maybe | should have turned that one down. 
Asian languages are much harder to do. We've 
had Japanese, Chinese, and Korean versions 
made. R72 didn’t natively support Kanji charac- 
ters and other necessities of these Asian versions, 
so we actually shipped the various Asian publish- 
ers source code and raw graphics and let them do 
the necessary reprogramming as well as the raw 
language translations. Consequently, these ver- 
sions took longer to make, cost more, and dupli- 


“They are both a major source of revenue for 
our company, and a royal pain in the tuckus. ” 


platforms, and different content. 

The easiest type to deal with is different lan- 
guages. Having been through the translation 
process a few times already on earlier games, | 
had made Railroad Tycoon 2's process a bit 
simpler by isolating all game text in a single 
file. For spoken narration, we used a single 
narrator, who was never visible on screen—so 
there was no issue with dubbing the voice to 
match a character's lip movements. For the 
most critical languages (German and French), 
we provided a draft version of these content 
files to foreign translators about a month before 
the game mastered, and we were able to get 
these versions done within two weeks of the 
English version. French and Spanish were also 
done fairly soon after the original game came 
out. Portuguese was done about a year after 
the initial release, and I’m working on Polish at 
the moment. Typically, they took a day or two 


cated effort (each publisher made the necessary 
modifications for Kanji separately). For Tropico, | 
plan to have native support for Asian languages 
(stumbling along with Kanji is one of the things 
I'm dreading in the months ahead). 

So far, there's been no interest in an Arabic, 
Sanskrit, or Swahili version, but |’m waiting for 
a publisher to call any day now... 

Just as the people of the world speak hun- 
dreds of different languages, the computers of 
the world do too, much to the chagrin of us 
software developers. The initial release of R72 
was for Windows. Ports have been made to the 
both Macintosh and Linux. These versions were 
relatively inexpensive to do, basically involving 
one programmer spending a few months creat- 
ing a version of the game identical to the 
Windows version. A version was also created 
for Sony Playstation, in which we learned that a 
game designed for a powerful PC with 32MB of 
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RAM ported down to an outdated console with 
2MB of RAM involves a few more compromises 
than are probably healthy. Finally, an outside 
developer is just wrapping up a much better 
console conversion to Dreamcast, in which we 
are learning that the Dreamcast kicks the tar out 
of the original Playstation, and that with the 
Dreamcast we can make a game that is in some 
ways better than the Windows version Cit uses a 
full 3D camera, among other things). 

Finally, we've continued to create new content 
and repackage old content to extend the shelf 
life of the game. First, we created the expansion 
pack “Railroad Tycoon Il - The Second Century’. 
We did this in house, using the full efforts of our 
then six-man company for five months. Later, 
we bundled the content of the expansion pack, 
the original game, plus some new content (a 
dozen scenarios - developed by one guy in 
about two months), into “Railroad Tycoon II - 
Gold Edition’. Later still, we created two scaled 
down versions, with only a few scenarios, for 
$9.99 jewel case sales at drugstores, plus an OEM 
version for inclusion with a force-feedback 
mouse, and another minor repackaging of the 
original game. All total, you can find Railroad 
Tycoon II, in English, for Windows, in as many as 
eight different packagings. 

Counting combinations of different content, 
languages, and platforms (i.e. the Gold Edition, 
in German, for the Macintosh), there are the 
afore-mentioned 39 versions. Most of these 
versions were mastered here in the U.S., by me, 
representing a significant time drain. 

Is it worth the time investment? Yes. 
Foreign language sales are about equal to 
English language sales. The expansion pack 
and Gold Edition represent about a third of 
overall sales. The Mac version sold 
respectably, the PSX version poorly, and the 
Dreamcast version (yet to be released), looks to 
sell reasonably well. Overall, had we only 
released the original game, in English, for 
Windows only, our sales would be less than a 
quarter of what they are now. A year anda 
half after it’s initial release, sales of the original 
version have faded, but the various spin-offs 
continue to sell at a good clip. Now if only we 
can sign an OEM deal for a Portuguese version 
of the Gold Edition for Linux... ™ 
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_ Happy Puppy has thousands of playable demos, not to mention 


reviews, previews, and cheats--perfectly suited for your 
average samurai. 


(Other people like Happy Puppy too.) 
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[top right] This isn’t your average space game. 


[right] Lining it up in my sights.... 


Terminus 


Role-playing action in space 


W elcome to the space simulation game that 


hardcore fans have said they've wanted all 

along, one that combines the open-ended- 
ness and role-playing of games like Elite with the 
“realistic” physics that, well, few games have 
tried to implement. Vicarious Vision's Terminus is, 
on a fundamental level, identical to the Wing 
Commander and X-Wing kinds of games. You 
pilot a variety of single seat spacecraft, ranging 
from fighters to gunboats to transports, and carry 
out a bunch of missions. So why are “people in 
the know” chomping at the bit to get this game? 

First off, it takes place in a realistically mod- 

eled universe that’s based on NASA navigation- 
al data. As discussed earlier, all the spacecraft 
follow Newtonian physics, meaning you need to 
deal with momentum but not friction or gravi- 
ty; basically, you fly in one direction and will 
continue that way unless you fire your engines 
in the opposite directions. There are a lot of 
configuration options to make the ships behave 
more like those found in other simpler games. 
But if you want realism, you got it. 


Me 
GENRE Space Simulation 


PUBLISHER Vicarious Visions 


REQUIREMENTS pentium 1! 300, 
64MB RAM, 3D Accelerator 


INSTALL SIZE sive 


[above] If you can see this kind of detail, you’re too close. 
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Another aspect of the game that should 
appeal to the simmers out there is the configura- 
bility of your ships. Every ship system is modeled 
down to the last detail, including weapons, 
propulsion, armor and/or cargo. You can hotrod 
your ship to optimize performance using parts 
you've bought, stolen, or salvaged. You can give 
your ship a custom paint job to make it stand out 
from the pack, or you can use one of the many 
pre-configured ships included in the game. 

Flying your ships around in space is all fine 
and dandy, but it wouldn’t be particularly 
interesting if there weren't a solid meta-game. 
While Terminus has a branching storyline (the 
developers liken it to a web), they tout the story 
game as being quite replayable. You select one 
of four career paths (the demo has two) and 
play out a full campaign that’s been designed 
both for solo play or cooperatively or competi- 
tively in multiplayer. You can get a sampling of 
two of the four career paths in the demo, and 
you can see the same basic battle played out 
from each side. You can choose to be a military 
fighter pilot from either the United Earth League 
or the Mars Consortium. In the full game you 
can be a trader or a mercenary. 

The game also has a free mode that allows 
you to play Elite-style without bothering with a 
storyline. It’s not available in the demo, but 
you can go through the Training Academy to 
give you a better hand of space flight (its five 
separate lessons are valuable for the beginning 
pilot). Additionally, you can jump into the 
Gauntlet and just battle it out against wave- 
after-wave of opponents. 

So fans of space games, from Independence 
War to Elite to Freespace, should definitely 
check out this demo. We think you may be 
pleasantly surprised... it’s remarkably polished 
for such an ambitious game. 
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Pitch up/down 
Yaw left/right 
Roll left/right 
Increase/decrease thrust 
Toggle inertia compensator 
Flight lock toggle 
Thruster forward/reverse 
Thruster left/right 
Thruster up/down 
Stop ship 
Fire weapon 
Select weapon 
Toggle multifire 
Fire flare 
Increase/decrease scanner range 
Next/closest target 
Target incoming/next missile 
Cycle/clear target subsystem 
Main power 
Dock 
Enter command 
Comm command menu 
Navigation 
Engineering 
Communications 
Personal info 
Activate vortext gates 
Self-destruct 
Request assitance 
Cycle first/second MFD 
Comm signals 
Aux device 1-5 
View front/rear/left/right 
View 
Up/down/chase/weapon/target 
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You are one dorky looking guy. 


Deus Ex 


A shock to your system 


rom ION Storm’s Austin office (AKA “not the 
- guys that did Daikatana”), Deus Ex is set in 

one of those futuristic, corporate-controlled 
worlds where people are paranoid and techno- 
logically augmented (not unlike our own world, 
really). You're a member of an anti-terrorist 
Organization called UNATCO, and in the full 
game you travel to a number of real life loca- 
tions as you are swept up into a mystifying 
chain of events that you can address using 
force, guile or technology. 

The demo contains the training area anda 
complete mission from the game, one set near 
the UNATCO headquarters near the Statue of 
Liberty outside of New York City. The training is 
fairly dull, with two much voiceover slowing 
things down. However, at the end you’re faced 
with a small mission that affords you the oppor- 
tunity to try out the game’s “multiple solutions” 
approach. It’s something you'll need to realize 
when you start the actual demo. 

One you're in the main mission in the demo, 
you'll need to choose your character and dis- 
tribute some stats, just like your favorite role- 
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playing game. There are 11 skills in all, and you 
have enough “experience” to upgrade about 
three of them at the start. Then you’re put into 
a mission where you need to recapture your 
own base, though it’s something of a mystery 
why you're only given such limited munitions. 

Once in the game proper, you'll find it’s 
remarkably flexible. You can run around killing 
everyone in sight, but chances are you'll be over- 
whelmed. You can’t fire on the run with any pre- 
cision (in fact, your aim improves if you don’t 
move), and the amount of ammo is extremely 
limited (you'll often find yourself running around 
clubbing people with a crowbar). Playing it more 
like Thief is the way to go; sneak in dark spots, 
and don't always run from Point A to Point B. 

The interface feels very much like System 
Shock 2, minus the switch between action and 
adventure. There are tons of objects you can 
manipulate in the game, and lots of thrilling 
crates to smash open or, if you're feeling bold, 
pick up and stack. There are also some exposito- 
ry conversation, with limited branching dialog. 

The game looks good, though it’s quite a 
performance hog, more so than Unreal 
Tournament (which is its base engine). While 
those with 3Dfx cards have the best perfor- 
mance, those running under Direct3D would do 
well to disable detail textures. 

While one mission may not sound like much, 
the replayability of this (large) mission should 
really give you a good idea of what to expect 
from the full game. 


Did this guy work on Daikatana? 
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Place the CD disc in your CD-ROM drive. The disc 
will autoplay. If it fails to do so, right click on 
your CD-ROM icon (located in “My Computer”) 


and select OPEN. Double-click the “Install” icon. 


Still having problems? Send a description of the 
problem along with your system configuration to 
cgcdtech®cdmag.com, or mail a letter with the 
same information to the address below. If you 
have a defective CD-ROM, a replacement can be 
obtained by sending the original CD to: 


Computer Games 

63 Millet St. 
Richmond, VT 05477 
ATTN: CD replacement 
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Hey, how about a “thanks for rescuing me”? 
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Move/strafe 
Turn left/right 
Lean left/right 
Jump 
Crouch 
Walk/run 
Toggle walk/run 
Drop/throw item 
Put item away 
Select belt items 
Inventory 
Reload weapon 
Toggle scope/laser sight 
Change ammo 
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Starlancer 


Wing Commander-ing your way to glory 


hris Roberts returns to gaming with 

StarLancer, a space opera that’s pretty much 

the second coming of the Wing Commander 
series he created at Origin. His Digital Anvil com- 
pany has debuted with a good, solid game that 
plays to Roberts’ (and his brother Erin’s) 
strengths; it’s a quick, graphically impressive 
action-filled game that, while not adding a lot to 
the genre, provides plenty of fun. 

The “trial version” of the game (Microsoft- 
speak for a demo) contains two never before 
seen missions and its own unique carrier 
ship, the Yamato. These missions are actually 
the prequel to the retail version of the game, 
revealing the events that led to the transfer of 
Commander Enriquez to the Reliant and her 
subsequent command of the rag-tag 45th 
Volunteer Squadron. The Coalition and the 
Alliance have signed a treaty that brings an 
uneasy peace to the solar system. The first 
mission starts out as a routine patrol around 
Triton. As a member of the Ronin squad play- 
ers, along with everyone else on the patrol, 
are lulled into a false sense of security by the 
treaty and the seemingly empty space 
around them. That’s when all hell breaks 
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Accelerate/decelerate 
Zero throttle 
Roll right/left 
Nose up/down/left/right 
Fire guns 
Full guns 
Gunnery display 
Launch missile 
Comms display 
Powerball display 
Full power to 
gunnery/engines/shields 
Jump drive 
Match speed 
Target reticule 
Target nearest enemy/friendly 
Target torpedo 
Smart target 
Afterburners 
Target next/previous enemy 
Target next/previous friendly 
Change camera 
Eject 
Cloak ship 
Radar ranges 
Damage display 
Attack/back off/help/land 
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loose. The Coalition launches a surprise 
attack. The second battle marks the end of 
the treaty and the beginning of the war. 
Succeed in crushing the Coalition forces and 
players advance to fight another day. Fail, 
and they let down the Alliance and Triton 
falls to the Coalition. The full version of 
StarLancer picks up after this second battle 
and the declaration of war. 

If you are a longtime space sim fan and 
looking for some intense and purely entertain- 
ing action, you'll definitely want to check this 
demo out. 
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Choose your ship. 
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That’s one dead ship. 
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Ground Control 


3D Real-Time Strategy in living color 


eveloper Massive Entertainment’s Ground 

Control is a sort of tactical 3D action/strate- 

gy kind of game. While it resembles a stan- 
dard 3D real-time strategy game, like Bungie 
Software's Myth games it eschews any resource 
gathering, opting instead to focus solely on 
combat. The plot has two political factions 
going to war, but all you need to know is that 
they both have weapons that allow lots of units 
with enough firepower to generate tons of real- 
ly cool explosions. 

Controlled with a combination of the 
mouse and keyboard, it may not be immedi- 
ately intuitive to people not used to being 
forced to play with both controls. The camera 
controls, in particular, take a little time to get 
used to, as moving the mouse to the edges of 
the screen tilts and rotate the camera instead 
of moving you in that direction (you use the 
arrows for movement). One you get a grasp 
of the basics, it’s quite easy to play, witha 
good visual interface that takes up almost no 
screen real estate. 

You do not really control individual units in 
the game; instead, you grab squads of foot sol- 
diers, mobile units, aircraft and support units. 
What's immediately apparent when playing the 
game is how good they’ve represented the chaos 
of battle. If you move down to ground level, 
you re inundated with a non-stop barrage of 
effects that do a superb job of intensifying the 
battles. If you zoom in really closely, you can 
see an almost fetishistic level of detail, guns that 
eject casings, tanks spewing exhaust and (most 
impressively) tons of missile trails. It’s also one 


The first mission is quite easy. 
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of the first games of its type to take into account 
armor facing; don’t attack those tanks from the 
front with infantry. It’s a waste of time. 

The game also has artillery units, which are 
incredibly powerful and require a lot more 
coordination than your standard units. If you 
have them in the back lobbing shells at the 
enemy, you can't just send troops in to the 
middle of skirmish; they'll be slaughtered by 
friendly fire. You also need to arm your troops 
before each mission, or you can let the comput- 
er do it for you. 

The game has fairly advanced tactics com- 
pared to other games in the genre, taking into 
account unit facing and flanking, elevation 
bonuses, shadows that increase stealth (why in 
the future they haven't figured out proper 
radar is one of those great mysteries) and 
suppressive fire. 


Check out those missile trails. Cool. 


Ouch. This can’t be good. 
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Move camera 
Altitude up/down 
Select squad 1-12 
Select APC vehicle 
Select all squads 
Group units 
Select group 1-9 

Full stop 
Offensive/defensive/hold 
Free/Return/Hold fire 
Line/box/column formation 


The demo gives you three tutorial levels and 
three separate scenarios that they caution are 
not perfectly balanced. You can check out mul- 
tiple terrain and unit types and get a pretty 
good feel for what the full game offers. While 
you get a feel for some of the features in the 
demo, the full game allows units to gain expe- 
rience during battle. 

So be sure to check out this impressive new- 
comer to the 3D RTS fray. 
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The tutorials cover all of the basics. 
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MDK2 


Monsters of Deadly Knitting, the sequel 


DK 2 is the sequel to, believe it or not, MDK, 
Vi the acronym of which stood for either 

Murder, Death, Kill (ripped from the under- 
rated “Demolition Man”) or Max, Dr. Fluke and 
Kurt, or some thousand other variations. The crit- 
ically acclaimed pioneer of stealth games contin- 
ues in MDK2. Kurt and his distinctively-shaped 
sniper helmet enter an all new 3D world. In this 
action-thriller, you revisit this reluctant hero, the 
dangerously brilliant Dr. Fluke Hawkins, and the 
ever-helpful 6-legged Uzi-toting dog, Max. 

Developed by BioWare (of Ba/dur’s Gate fame, 

and showing quite a bit of versatility), MDK 2 
includes tons of new items and gadgets for 
enhanced gameplay, more humor and a totally 
different experience through its inclusion of three 
separate characters for you to control. While the 
original game only allowed you to control Kurt 
Hectic (he of the black bodysuit and interesting 
hat), now you get to control the game’s two sec- 
ondary characters. Dr. Fluke Hawkins was a 
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famous scientist and inventor back in the atomic 
age of Earth but his usefulness seemed to fade as 
atomic energy lost much of its luster. He decided 
to retreat to the solitary existence of space and 
vowed not to return until he came up with 
“something really big!” The discovery of the 
energy streams crisscrossing through space and 
allowing for travel and matter transference 
seemed to be the ticket. Of course, there was the 
slight problem of an alien race using the streams 
to invade earth that seemed to suck some of the 
excitement out of Dr. Hawkin’s discovery of the 
streams. He tends to mix and match strange and 
unusual objects into exotic weapons (watch out 
for that atomic toaster). In the demo, he can 
assemble a rather strong leaf blower. 

Max is a six-legged dog with an attitude, 
and one of Dr. Hawkin’s unusual creations (he 
wanted a companion, and who wouldn't build 
a six-legged robotic dog). Originally Max was 
somewhat of a shy and demure fellow but when 
he saw the threat that the Streamriding aliens 
represented he took it upon himself to down- 
load a new action hero personality. Max’s pow- 
ers include the ability to simultaneously hold 
up to four weapons (even really big weapons) 
and smoke a cigar (Cuban of course). 

In addition to their default weapons, you can 
find some of the more creative weapons used in 
any game liberally sprinkled around. These 


The story of the first game is told in an incredibly 
cool comic book opening. 


include The Smallest Nuclear Bomb, The Portable 
Black Hole (it sucks, literally) and The World’s 
Most Interesting Bomb (where all of the bad 
guys walk over to it and check it out because it’s 
so damn... interesting. Then it blows up). 

The demo includes parts of three separate 
levels, each starring one of the three protago- 
nists. The full game has eight large levels. Check 
out the new enhanced Sniper Mode that lets you 
enjoy limited movement to avoid enemies (you 
can strafe), and includes new ammunition like 
Bouncing Sniper shots to catch enemies around 
corners. Kurt has new stealth abilities, including 
a Cloaking Device and Chameleon Power. 
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Up/Down Forward/back 
Left/Right Strafe left/right 
Z/X Turn left/right 

[/] Inventory 

= Use (Use right for Dr. Fluke) 
~ Use left (Dr. Fluke) 


Enemy Engaged 


The RAH-66 Comanche and Ka-52 Hokum head into battle 


he second title in Empire's Enemy Engaged 

series is RAH-66 Comanche Versus Ka-52 

Hokum. As with its predecessor, Apache 
Havoc, developer Razorworks has essentially 
created two complete simulations, each with 
their own live theatre of war chock full of 
things that shoot at you and tend to blow up 
quite nicely. 

As with the first game, Comanche Versus 
Hokum does a pretty good job of straddling the 
line between a hardcore simulation and an 
action game. There are plenty of options to 
“dumb down” the game, but they don’t come 
at the expense of a serious simulator. There’s a 
full-featured set of avionics (with some that can 
be turned off to make each copter easier to fly) 
and detailed weapons systems that manage to 
feel quite different depending on which craft 


* s ae , ‘ : 
GENRE 


64MB RAM, 3D Accelerator 


INSTALL SIZE 136me 


you choose to fly. 

Graphically, this is one of the more attrac- 
tive sims out there. The terrain looks especial- 
ly good, even if the large square “tree 
blocks” look a bit weird. There are plenty of 
ground objects, though they do tend to pop 
into view. But the copters themselves look 
fabulous, and watching the other vehicles you 
see tons of little details: infantry hopping out 
of carriers, planes taking off from carriers, 
that sort of thing. » 


| RAH-66 Comanche 
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Choose your poison. 
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The Russians take off from a ping-pong table, 
apparently. 


Now that’s a cool copter. 
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rom the “strange but true” file comes the 

first softball game, Sammy Sosa Softball 

Slam. Yes, watch as strange looking people 
lob an oversized ball and make a lot of errors. 
Marvel at the breathtaking sight of people 
drinking beer at home plate. Yes folks, sports 
don't get much... sportier than this. 

But seriously folks, think of this as the anti- 
High Heat, a light and simple game that might 
appeal to kids. Or something. The pitches are 
lobbed to the plate, the balls are launched faster 
and farther than they normally would in a “seri- 
ous” sim, and things are generally rather silly. 

The demo lets you play a two-inning game 
between Shorty’s Diner and Buffy’s Gym. The 
game has decent controls and a simple inter- 
face, so it all should be pretty clear. The full 
game offers more types of play, including tour- 
naments for up to 24 teams. You can also create 
your own players and teams, and there are 
more playing fields. 

So step up to the plate with Sammy Sosa and 
his grotesquely distorted polygonal friends. 
You could do worse; you could be forced to 
face Randy Johnson and Pedro Martinez on 
consecutive days.... 
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otocross Madness 2 is the sequel to the 

award-winning Motocross Madness. The 

original was one of the more entertaining 
race games ever released, and the sequel con- 
tinues in that “fun” vein. The graphics are 
much improved (the original wasn’t too shab- 
by) and there’s the usual sequel-stuff, like more 
tracks, more bikes... in other words, more fun. 
Also showing some improvement is the physics 
engine, with support for multiple surface fric- 
tion (ice, gravel and mud, though you won't 
get to sample these in the demo) and new tun- 
ing options. 
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Motocross Madness 2 


Yahtzee! 


In the demo you and up to four opponents 
can kick off 16 different sick stunts and battle 
it out for maximum stunt points in the Donner 
Pass Stunt Quarry. In the full version of the 
game, you and up to 10 opponents can 
choose from 10 different Stunt Quarry envi- 
ronments, and you can compete in stunt 
quarry sessions lasting up to 30 minutes. 
There's also a five lap National race on the 
Voodoo Basin track. The full version has 15 
different of these types of tracks. There are 
two different bikes—a Kazuyuki or Vector 
250-cc model—and the full game includes 
tons more, from manufacturers like Honda, 
Yamaha and KTM. You can play any of these 
race types online via the MSN Gaming Zone or 
the usual direct Internet, LAN, etc. 

Not included in the demo are the other race 
types, including Baja and Enduro racing (open- 
ended free-for-alls) and the indoor stadium 
Supercross tracks. Also included is a Pro-Circuit 
mode, a pseudo-career mode that allows you to 


VIEW HOME TEAM VIEW AWAY TEAM 


DONE >> 


Sheesh, even EA Sports’ “serious” games don’t 
have as good a box score as this game. 


Pull back, pull back! 


move through the various race types while 
earning money and allowing access to addi- 
tional bikes. 

Folks, you owe it to yourself to try this demo. 
Install it, play it, enjoy it, smile. It’s rare. 
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time strategy game, Big Time Software's 

Combat Mission: Beyond Thunderdome 
(oops, Overlord) is a turn-based tactical WWII 
3D wargame. Yes, you read that correctly, 
turn-based. OK, so you're probably more sur- 
prised about the 3D portion. Looking a bit like 
a giant tabletop game (which is probably the 
desired effect) and more effective than Panzer 
General 3D, you give orders to your troops with 
simple mouse-based commands, press “Go” 
and then the turns execute simultaneously with 
your opponent. 

Combat Mission takes you from Normandy 
1944 to Germany 1945 on World War Two's 
Western Front. You can play the game from 
either the Allies or the Axis. Units are squads, 
teams, and individual vehicles. You can com- 
mand a force as small as a platoon, or as large 
as a reinforced battalion. 

Players give orders in a turn-based fashion, 
and then these orders are simultaneously exe- 
cuted for 60 seconds of “real time”. Then the 
next orders phase begins. A typical scenario 
lasts about 40 turns, or 40 minutes of simulat- 
ed combat. The full game also includes cam- 
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| it sounds like some sort of sci-fi real- 


teel Beasts is a modern tank simulation that, 

even in demo form, shows a lot of realism 

without compromising ease of play. 
Adopting an interface similar to the beloved M1 
Tank Platoon series from MicroProse, it allows 
you to control two different tanks, the American 
M1A1 and Europe’s own Leopard 2A4. As with 
the game itself, they're not necessarily cutting 
edge but still manage to excel. 

Unlike almost every other 3D game in exis- 
tence nowadays, Stee/ Beasts makes do without 
3D acceleration. Despite this limitation, the 
visuals are adequate, as is the visual interface. 
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paigns, where you’re given a force and tasked 
with a single objective, which may span multi- 
ple battles. 

The demo lets you play two missions on two 
different maps as either the Allies or the Axis. 
You have a nice selection of setup options to 
make the game easier or harder, mostly involv- 
ing the number of initial units. 

The game includes units from Germany, US, 
UK, Canada, France and Poland. There are liter- 
ally hundreds of different units, airstrikes, dif- 


One objective down, three to go. 


You get an assortment of views, including exter- 
nal, tank commander buttoned and unbut- 
toned, and several gunner views including ther- 
mal imaging. There’s no attempt to provide 
photo-realistic interiors or active instrumenta- 
tion, but there is a handy menu bar and most 
commands have keyboard equivalents. 

The demo gives you a fair amount of materi- 
al to work with. You only have access to the 
MiA1, but you get two instant action missions, a 
full tutorial plus a map and scenario builder. 
The Al in the demo appears to as far beyond 
that in other tank games as the Abrams and 
Leopard 2 are from their WWII ancestors. When 
you engage the bad guys, you can expect them 
to act like soldiers and not headless chickens. 

The game’s controls are pretty easy to mas- 
ter. You still need to do some serious thinking, 
and fast reactions can’t hurt, but the control 
scheme is so logical and well thought out that if 
you have a decent joystsick you should be set. 
The game uses the keyboard and mouse effec- 


KEY AND 


Arrow Move camera 

</> Rotate left/right 

/ Rotate 180 degrees 

[/] Zoom in/out 

Tab Lock on unit 

Space Orders menu 

Backspace Erase last waypoint 
*/~ Next/previous friendly unit 
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ferent terrain sets, weather effects, a random 
battle generator, a scenario and operations edi- 
tor, plus PBEM and hotseat multiplayer (Internet 
play is promised as a free patch). 

The full game is only available online at 
www. battlefront.com. 
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No one said war was particularly pretty. 


tively, and the different controls have similar 
but different effects depending on which posi- 
tion in the tank you are controlling. It’s all fair- 
ly intuitive, and if you follow the tutorials you 
shouldn’t have much trouble becoming at least 
proficient. 

So check out this game, which may be one of 
the last hardcore tank sims coming down the 
pike in along time. # 
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tec micians and fators were ce’ at gua impos- 


ing. ‘their talents on the latest, only-recently-scurvy- 
enough title in the Monkey Island series. Occasional ran- 


dom pirate noises emanated from behind acoustic parti- 
tions. Intermittent whoops (accompanied by some reas- 


suring profanity) from the unseen cemented the fact that 
traces of humanity lingered there in the otherwise knee- 


deep climate of Those Hard at Work. 


“Yeah, we knew you were coming,’ most of them 
admitted. Relief poured over me. OK, the 
Stepford Team was simply trying to earn a Best 
Behavior medal, with full knowledge of an 
impending alien visitor invasion. They were 
upbeat, friendly and very, very polite (obviously 
a Good Thing). “Yes we love our jobs.” “Yes we 
are having lots of fun.” The atmosphere reeked of 
team spirit, as the Escape From Monkey Island 
crew glanced over my shoulder to check the 
approval of the game’s observant co-project 


leaders and public relations people. At least 
that’s what it felt like, with a few exceptions. OK, 
of course many of them are just shy, but | could- 
n't help but feel that | was probably missing a lot 
of what really goes on—it was rather like imagin- 
ing what your toy soldiers might be up to when 
you leave the room. The fruits of their efforts, 
however, shouted loud and clear: “Monkey 
Island 3D, man! Woohoo!” The concept has been 
whetting the appetites of Monkey Island fans 
since the game’s announcement in mid-April of 
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hero, Guybrush Threepwood, goes on under the 
careful supervision of co-project leaders Sean 
Clark and Mike Stemmle. 

Clark and Stemmle, whose main claim to 
fame was the hilarious Sam and Max Hit the 
Road, appeared in a spacious conference room 
at 9 AM sharp. Neither of them seemed as 
though they were ready for anything mentally 
challenging at this time of day (perhaps it was 
the heat), so it was a perfect time to speak 
with them. Clark especially looked as though 
he was wishing desperately for a few more 
hours of sleep. Although they later joked that 
sometimes the team’s main daily objective is 
to simply show up (especially by 11), it was 
easy to see that a bit of time and caffeine 
might induce the wheels to begin turning. 

Attention turned to the game prelude and 
the onscreen legacy of Guybrush Threepwood: 
“Sometimes when it’s quiet, | can still hear the 
monkeys. It’s hard to believe that it’s only 
been a few years since | first washed up on the 
beaches of Melee Island, armed with nothing 
more than a goofy smile and the urge to 
become a swashbuckling pirate. ‘| wanna be a 
pirate.’ Who could have believed that such a 
humble pursuit would lead me to cross swords 
with the evil ghost pirate Le Chuck, the slimiest 


Guybrush waits for the aliens to take him away. 


slug ever to plunder the seven seas? 
‘Haaaaaar.’ And who could have guessed that 
my battles with Le Chuck would introduce me 
to the love of my life—Melee Island’s governor 
Elaine Marley; or that my efforts to win 
Elaine's hand would repeatedly drag me to the 
mystery drenched shores of Monkey Island? 
(‘That’s the second biggest monkey head I've 
ever seen!’) Or that | would finally end the 
scourge of LeChuck, burying him beneath a 
mountain of ice? 

Not me, that’s for sure. Back then, the only 
thing duller than my sword was my wit. Now 
look at me. I’m married to the most beautiful 
governmental official in the Caribbean, the 
entire tri-island area shudders at the sound of 
my name. And now my plunder bunny and | 
are returning to Melee Island after the most 
incredible mystery in the history of...” Thwap. 
Zap. Kerplooie. A vicious fight ensues and the 
game begins, with a puzzle sequence 
designed to introduce the novice player to the 
new game interface. 


All you need to know 

about the plot 

Since adventure games are story based, it 
would not be prudent to provide too much 
exposition here, but the premise is simple. 
When asked for an encapsulated version of 
the plot, Stemmle, in an overwhelming dis- 
play of verbosity, said, “It’s about Guybrush 
Threepwood making the Caribbean safe for 
grog-swilling pirates.” There was a lengthy 
pause. Stemmle, realizing the broadness of his 
statement, then embellished the premise, say- 
ing, “Uh, | mean, Guybrush is staving off the 
forces of gentrification and rampant cheesy- 
consumerism while saving the Governor’s 
mansion and doing away with LeChuck for a 
fourth time.” 

OK, eventually clarification occurred. 
Guybrush and his plunder bunny Elaine 
(although she would hate being called that) 
return to Melee Island after their honeymoon. 
No one has seen Elaine on Melee since the origi- 


nal game, The Secret of Monkey Island, so per- 
haps it’s not all that surprising that she has 
been declared dead and her governor’s man- 
sion put up for grabs. 

There's a new boy in town, a bit of a fop, 
whose name happens to be Charles L. Charles. 
(Note the initials—they can’t put one over on us 
can they?) L. Charles is running for governor, 
and at first it seems that this might be the real 
problem (MacGuffinism at its best). But when 
Guybrush is sent off on a seemingly trivial 


Guybrush bites off more than he can chew. 


errand to Lucre Island to get in touch with 
Elaine's lawyers, he soon discovers that there 
are greater forces at work. An evil land devel- 
oper named Ozzie Mandrill is buying up all the 
land in the Caribbean and attempting to i 
replace it with theme shops, tacky restaurants, 
and kitsch joints. Places like Starbuccaneer’s, 
Planet Threepwood, and the like spring up, so _ 
that the islands start to become more the milieu 

of tourists than of pirates. 

Instead of normal, icky, odiferous sea dogs, — 
what we'll see will be “pirate caricatures” walk= 
ing around pretending to be pirates. They 
don't smell as bad, don’t curse and swear, and 
are altogether too, well, civilized. So, as in an 
intricate game of chess, Ozzie is slowly buying 
up all the land and rehabilitating the pirates, — 
and retraining and reeducating them, but it’s - 
all taking too damn long. To speed things up, — 
he’s looking for a Voodoo talisman called the = - 
Ultimate Insult which he intends to use to 
somehow simultaneously insult all the pirates in 
the Caribbean so they'll never raise their de. 
again. This way he can make short work of 
declaring victory. Checkmate. 

It turns out that there is a Big Secret about 
the monkeys in the tri-island area, however. In 
the beginning, you meet Timmy the Monkey 
who informs you that something is very wrong, 
(“Eep eep, ook ook, chee!” he tells youmevi= 
dently someone or something is trapped inthe 
old mine shaft—a la Lassie-speak.) As you trave 
from island to island, you discover that all the 
monkeys are missing. Hint: The Big Secret is not 
that they are all hermaphrodites. During the 
course of the game, you learn yet more secrets 
about Monkey Island itself because eventually 
in the third act you need to escape from it, . 
(hence the title). 


Beyond Insult Swordfighting 
As is la mode in adventure games, the : 

Ultimate Insult talisman has been disassem= _ 
bled into pieces which Guybrush must then 


ns 
~ 


“we 


C ack the Demon Pirate. 


“Yecover so that he can use it to stop Ozzie. 
Those who were hoping that insult sequences 
from the previous games would return this 
time will be pleased to note that not only do 
they return, their presence has become dra- 
__ Matically thematic. Very early on, in the fond- 
ly remembered Scumm Bar, in fact, you learn 
that the insult paradigm begins to apply to 
| _ Other activities such as arm wrestling. 
"We spent a little less time working up the 
insults, er, actually no time working up the 
__ insults for this game,” said Clark. “In Insult Arm 
_Wesitling, you go in and Guybrush is by now 
Isince his apprenticeship in the first game] a 
relatively mighty pirate, and actually has a 
hole array of insults at his command.” Some 
ther tame examples of the repartee include, 
msult: “l’m going to put your arm in a sling.” 
_Comeback: “Why? Are you studying to be a 
| nurse?” and Insult: “I’ve defeated twelve peo- 
ple today alone.” Comeback: “How do you 
_ know? You don’t have that many fingers.” 
__ Pretty strong stuff, wouldn't you say? 
| tater on, you actually do get try your hand 
nd tongue?) at insult arm wrestling with the 
fillain Ozzie, but it turns out that he is a master 
_ Of the sport, so Guybrush can never seem to 
beat him. This is primarily because Ozzie knows 
a bunch of Australian insults that Guybrush 
can t even fathom. Wait! Australian? Ozzie is 
Australian, it turns out, hence the “Oz” in his 
"name. (“We are masters of subtlety,” said 
Clark.) Finally, and they wouldn’t say exactly 
hy, you'll end up performing some very 
Strange insult machinations with monkeys. 


_ An exercise in game 
_ philosophy 
Once caffeine and/or consciousness set in, the 
__ collective wheels did indeed begin to turn and 
soon it became easy to see how Stemmle and 
Clark’s delightfully warped minds feed one 
nother. The remainder of the conversation 
became a symbiotic talk-fest during which the 
pair’ s proclivity for completing one another's 
sentences became /e mot du jour. 
Although neither of them feel that the term 
: Reign philosophy” quite describes their out- 
_ l0ok on creating a game, Clark noted, “We do 
_ a lot of structural work before the actual pro- 
duction starts. For a while we just had artists 
doing conceptual stuff based on ideas and 
_ locations we are talking about, and then we 
move on and string it all together and make 
sure that it makes sense from a story stand- 
point as well. So it’s sort of a balance between 
_ designing the story and designing the puzzles 
and interactivity and then tying it together to 
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LeChuck the Ghost Pirate. 


figure out what the whole thing is going to feel 
like. To me, a good story creates it own puzzles. 
As much as | liked Fool's Errand when it came 
out, | felt that that’s not really the way to go. It 
worked once.” How did they come up with the 
story? Clark said, “Well, we asked Jonathan, for 
one thing. [Jonathan Ackerman was one of the 
designers of Curse of Monkey Island.] We sn 
‘Dude, you got a story? We re strapped.’” 

was kidding...maybe. 

When asked whether they felt compelled to 
incorporate the “boob factor” into their game, 
both Clark and Stemmle appeared initially 
taken aback...and then quickly recovered. It 
seems as though they've decided to “pare the 
gratuitous pair” as it were. “Ah, the Lara Croft 
syndrome,’ said Clark. “No, er, no. Well one of 
our modelers did get a little excessive with one 
of the characters...” Stemmle chimed in, “But 
then again, it’s altogether very appropriate 
within the plot. It is. It works.” “It actually 
does,” continued Clark, “but then again, it rep- 
resents the cross section of actual humans, 
right? | mean, there are certain percentages...” 
Stemmle tried to sum it up with, “We have 
absolutely no gratuitous ‘breastage.’ It’s all 
germane to the plot.” “Yeah, Her name’s 
Germaine,’ quipped Clark. Stemmle recovered 
and then re-digressed with, “All of our sopho- 
moric humor shows up in the dialogue [and sit- 
uations}-yeah...with things like the ‘prosthetic 
butt.’ | mean like it’s...” (But seriously, folks.) 


LeChuck the Zombie Pirate. 


“No, | mean, it’s those kinds of things [we don’t 
care much about],” said Clark. “I think we’re 
probably just about as annoyed as most people 
at seeing those things being the things that sell 
games, which is one of the reasons why we re 
hiding out in the adventure game genre— 
because it doesn’t seem to require those kinds 
of things to be...well, that’s not what we're 
interested in.” After a pregnant pause, Stemmle 
had to be honest. “Uh, Sean’s speaking for him- 
self here.” Clark, with a roll of the eyes, teases, 
“Hmmm, it’s a 3D model, Mike. It’s not real.” 
“OK, OK,” said Stemmle (under pseudo-duress), 
“| freely admit to being easily amused by such 
things...actually, that’s not true, | don't really 
play those games either. Most of the time | play 
an adventure game, and! play sim games, 
actually. I’m big on The Sims and Roller Coaster 
Tycoon, and stuff like that.” Well, enough 
about “those things.” 


Puzzlicious pragmatism 

and pratfalls 

The Monkey Island series is particularly noted 
for its diabolical puzzles, and this game will 
follow suit. And this time around there will be 
only one skill level in the game—hence no 
“Monkey Lite.” They believe that everyone only 
played the difficult skill level anyway, which is 
probably true with the core audience, although 
there have been tales of families with children 
where the adults played Monkey Heavy and the 


Sean Clark and Mike Stemmle were thrilled to pose with smiling concept art in this portrair. 


Ways. summer Knights 


New and old laces ; 


Escape from Monkey Island will have 
over 60 characters, 10 of which we've 
seen before. Some of the particularly 
notable ones are: 


Guybrush Threepwood 

The Mighty Pirate is now the Mighty Married 
Pirate. As a result, his voice occasionally 
drops into a lower, Barry White-type register, 
usually when talking to women. 


Elaine Marley-Threepwood 

The governor of the Tri-Island area is now the 
happily blushing bride of Guybrush 
Threepwood, even though it’s widely known 
that she is at least eight more times compe- 
tent than he is. 


Ozzie Mandrill 

Ozzie has come to despise pirates, who he 
sees as uncouth barbarians with no respect 
for the fruits of hard-working capitalists. He 
is the overt nemesis who may be described as 
a crotchety old, short-tempered Australian 
capitalist with a giant stuffed platypus at his 
feet. As a hunter, he also surrounds himself 
with a stuffed kangaroo, koala bear and 
other unfortunate Aue olan game-hunter 
delights. . 

The Ghost Zombie Demon Pirate 
LeChuck, AKA Charles L. Charles 
The thrice-defeated LeChuck is back, and he’s 
undergone the most startling metamorphosis 
of all...he’s alive, he’s nice, and he’s running 
for Governor of Melee Island as the slick 
politician Charles L. Charles. Something just 
ain’t right here...perhaps the change can be 
attributed to a midlife rebellion against the 
fact that he spent his childhood amongst his 
even uglier siblings, LeSkirt, LePorterhouse 
and LeRibRoast. 


Jojo Jr. 
Something weird is happening on Monkey 


Island. Jojo jr., the only son of the recently _ 


deceased Jojo Sr. (who died, as you may 
remember, in a regrettable “monkey see, _ 
monkey do” accident), has somehow 
gained sentience via the island’ s s giant 
monkey head totem. _ | 


Herman Toothrot 

Herman is the eccentric, brain-addled hermit 
who’s been living on Monkey Island for the 
last twenty years. We have not seen him since 
Monkey Island 2, and he still is the only one 
who knows why he doesn’t wear pants. 


Pegnose Pete 

Sean Clark’s personal favorite character, 
Pegnose Pete is an infamous pirate thief who 
stalks the Lucre Island area. As his name sug- 
gests, he wears a large prosthetic nose (he 


— avibbeam 


lost his real one in a disturbing childhood 
incident with a duck). 


The Voodoo Lady 


revealed) is back on Melee Island, and it’s 
anyone’s guess how she continues to know - 
where to find Guybrush and company. 


Murray 

Murray, the demonic talking skull, has a 
cameo role this time around. After Scruffy the 
Monkey skipped out on his job as the official 
greeter at the Planet Threepwood diner, the 
owners had a difficult time finding a replace- 
ment for such a tedious, demessing position. 
Guess who was free. 


Stan 


‘Stan is back, selling time-shares on 


Jambalaya Island. It will be important to 
endure one of his endless sales pitches, just 


to get the crappy free gift. 


_ Meathook, Carla the 


nares 


Swordmaster, and Otis 


The magnificent crewmembers from Monkey | 


Island 1 are back and a bit less recalcitrant | 
this time. Guybrush is once again fated to 


find a crew and ship, except this time he is | a 
dismayed when he realizes that the coveted. . 


ship turns out to be pink. 


Hugo 

This is Stemmle’s current favorite. One et the 
first to be rehabilitated by Mandrill’s 12 step 
pirate-reeducation program, Hugo can now 
be found in questionable garb hawking per- 
fume at the Scents and Sensibilities boutique. 


ioantine Cheese 

Cheese is the owner of the SCUMM Bar, and is 
fighting Ozzie Mandrill’s hostile land 
takeovers. _ 


Inspector Cesar 


The Inspector is the one-man police 


force/judicial authority/penal system of Lucre 
Island, and a graduate from the “What’s All 
This, Then?” Police Academy. He’s extremely 
skeptical, and doesn’t believe in “pirate | 
myths” like Pegnose Pete. 


Monkey _ Elaine-Marley Threepwood 


LeChuck 


Pegnose Pete 


Ozzie Mandrill 


Charles L. Charles 


Stan 


Hugo 
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hey are predicting a difficulty level on 
h Grim Fandango and Curse of Monkey 


sock is blowing in the correct direc- 
ill enable you to win the spitting con- 
0? How about sticking the banana on the 
ome to hypnotize the monkey so that he 
to a usable monkey wrench?) 
Ntuitive puzzles have been used or 
ed in the making of this game—at least 
hat the claim is. “The best puzzles 

1e Ones that are hard at the time and 

t the end you are kicking yourself in 
ad because it’s so blatantly obvious in 
ight,” said Stemmle. This would be an 
ple of the Tough Love method of puzzle 
tation. At any rate, there will be no 

es that you can skip. “They have to do 
the puzzles” said Stemmle, “I’m a big fan 
ng people do all the puzzles. If | 

to tell a story with no puzzles I’d just 
out and write cartoons [random pirate 


“oriented game. We don’t know why. 

fe have bagels and Schmear-Whiz!” he 
d. In fact, you will, as per usual, enjoy 
variety of items. “More inventory! 
yentory! That’s the whole point of the 
teased Stemmle. Actually they 

‘that this game is a little bit invento- 
ynter than previous titles. "It’s lighter 
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but I'll tell you,” said Stemmle, “I was play- 
ing around in Jambalaya [the Island, not the 
entrée], and Jambalaya has a lot of stuff on 

it—a /ot of inventory.” 

The game will be keyboard, gamepad, or 
joystick driven, with Guybrush employing some 
of the Grim Fandango style head turning to 
indicate points of interest. Although he does 
look at things, it doesn’t play as big a role as in 
Grim, and there will be the usual text lines 
describing interactive items. This way they can 
continue the time honored Ritual of the 
Adjective, giving opportunities such as “look at 
wormy, cream-filled Little Debbie debris” rather 
than “look at cookie.” 

Inventory management is significantly dif- 
ferent. In order to keep you in the environs of 
the warped and ludicrous gameworld, 


Drier than a dead monkey! Hehl 


Elaine Marley-Threepwood offering gentle words 
of encouragement to her hubby. 


Guybrush will no longer stuff ladders and can- 
nonballs into his pants (to his chagrin, we’re 
sure). Instead there is a rotating inventory ring 
that lets you cycle through items and combine 
them in the foreground, while the ongoing 
scene is still visible. And there are not as many 
combining puzzles as in the past. There is one 
place, however, where you need to replicate the 
smell of a pirate, and since the game does not 
support WinSmell technology, or DirectSmell, 
you'll need to combine things to create a cus- 
tomized odor. 

As for action-arcade puzzles and combat, 
traditional adventure gamers will be happy that 
the game does not lean strongly in that direc- 
tion. Although the “ship combat” of the previ- 
ous game is history, there will be a few °think- 
ing action-oriented” sequences of a different 
sort, some involving steering through lava. The 
team wanted to include a few things like this to 
take advantage of the 3D environment. 


Things are looking little Grim 
There are about 35 people currently on this pro- 
ject, most of them artists. The team has seen up 
to 14 animators and up to seven background 
artists during various stages. When asked what 
the special challenges were in the creation of 


In the bowels of Monkey Island, Guybrush encounters an old friend. 
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typical Melee Island voter. 


§ game, developers artists and programmers 
ke Summed it up in two words: ‘It’s 3D,” they 
nanimously agreed. The developers were a bit 
forried about what their core audience would 

k about a 3D Monkey game. “3D frightens 

d confuses some people,” said Stemmle. 
They are using a modified version of the 

irim Fandango engine. “We started with the 

im engine as shipped,” said Clark, “then we 
lowly started changing portions of the code as 
lecessary. One of the early decisions we made 
vas to support 3D accelerators exclusively. No 
nore software rendering, which allowed us to 
10 to 16-bit backgrounds minimum, and up to 
4 and 32 if we can. We’re still sort of deciding 
ow to handle that because we don’t want the 
ackgrounds to look really cruddy on a 16-bit 
ard, and we don’t want to assume that every- 
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‘brush demonstrates a kung-fu maneuver to an appreciative Miss Rivers. 


one will have a 32-bit card when they don't, 
but we theoretically will be able to do it. We've 
been doing it.” With more polygons per char- 
acter, the models look a lot nicer. The lovely 
Manny from Grim Fandango had about 300- 
400 polygons under his belt (well, all above 
and around his belt, actually) and Guybrush 
will have about 1500. 3D will also enable them 
to have more characters on the screen and do 
more lighting and special effects as well. 
Dynamic water and fountains are looking good 
at this time—even viewed out-of-game in the 
animation tools. 

They also overhauled the animation scheme, 
and are now using a fully quaternion-based 
mesh deformation system. “| know that sounds 
all geeky and weird,” said Clark. Let’s just say 
that it’s a more modern approach to doing 3D 
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animations. As a result the movements are 
smoother and a little more natural. When the 
character's arm bends, for instance, it changes 
shape a little bit, so they do not need to ani- 
mate that kind of thing by hand. Use of the 
backgrounds is the same as you've seen in Grim 
Fandango, however, consisting of pre-rendered 
3D backgrounds, which allows them to keep the 
trademark “look” of the Monkey Island games. 
The Van-Gogh-esque, swirling cloud formations 
in the Caribbean sky are breathtaking. 

The system requirements are still unre- 
solved, but they’re shooting for a 200Mhz 
Pentium with 32MB RAM and 3D accelerator, 
and are trying to target all of the 3D cards 
going back to the Voodoo 1. Said Stemmle, 
“As is usual with adventure games, we re try- 
ing to keep down the requirements—we don't 
want to exclude anyone from playing our per- 
fectly wonderful game.” 

So is this a last drop in the bucket of a dying 
genre? Hardly. Overseas the adventure market 
is hotter than ever, but in the U.S. the throngs 
seem to have significantly thinned over the past 
several years. Still, it’s really all about expecta- 
tions. Certainly the devoted Monkey Island fans 
have expectations that may be different than 
those of the new breed of action-adventurers. 
But a lot of us are truly looking forward to this 
being the “perfectly wonderful game” it is try- 
ing to be. So sleep on it, and dream of pirates 
and treasure and, er, those things. Wake up in 
the winter when the title is supposed to ship, 
and look in the mirror. If you are missing teeth, 
have a long beard, and are sporting a prosthet- 
ic butt, then it must be time for the monkeys. m 


GENRE: Adventure 
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PUBLISHER: LucasArts 
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These are no ordinary Tweedles Dum and 
Dee. They have on their schoolboy uni- 
forms and beanies. One's fat and the 
other’s skinny. But there’s something sinis- 


ter about them and it’s not just the zombie 
white eyes. They look like visitors from 


Gerald Scarfe’s macabre artwork, the kind 


“These are mock-ups for the line of Alice toys 
we're going to be making, says American 
McGee. He waves at a table with foot-high 
ceramic figurines, none of which looks like it 
belongs in the relentlessly cheery Alice in 
Wonderland that Disney’s bright cartoon has 
pounded into our collective subconscious. The 
caterpillar, clutching the mouthpiece for his 


of stuff he did for Pink Floyd’s The Wall. 


hookah, has a strange simian cruelty in his face. 
There’s some sort of lanky goblin with a fear- 
some weapon. The Mad Hatter... well, all we 
can see is a stovepipe hat covered in strange 
symbols. The White Rabbit has an unsettling 
desiccated look, somewhere between a shriv- 
eled corpse and a bug-eyed Shar-pei Chinese 
fighting dog. And the Cheshire Cat looks like 


he’s about to eat you—one lean cat crouched 
low and smiling. He has the face of a blissed- 
out Malaysian god. 

When McGee shows the game, there's a cog- 
nitive dissonance in seeing Alice among these 
vaguely malevolent characters. Alice looks like 
you'd expect her to look, sporting a blue 
schoolgirl dress tied with a tidy white bow at 
the small of her back. But she also looks vague- 
ly put off, a bit exasperated, maybe even a lit- 
tle pissed. She’s a little older than the Disney 
Alice and she has red hair and green eyes. It is 
one year after her last adventure, as written by 
Lewis Carroll in 1871's Through the Looking Glass 
and What Alice Found There. American McGee's 
Alice, as the game is officially known, begins 
with Alice curled up in the corner of her cell in 
an insane asylum, quite mad. In McGee's fol- 
low-up, something terrible has happened but 
he’s tight-lipped about the specifics. 


Our shriveled White Rabbit appears and pleads 
for Alice’s help back in Wonderland, which is 
going bad and coming apart at the seams. 
Something about an evil queen. He rips some 
sort of pulsing rabbit hole in the fabric of 
space. She follows him in and ends up meeting 
a gnome who pedals her around on an airship. 


She walks into a Victorian house where the 
angles are all tilted about ten degrees to the 
right. The building then splits into two halves 
that hang torn in some whirling ethereal 
plane. Alice has to leap from splintered plank 
to splintered plank to get to the door at the 
other side of the house. 

“A jumping puzzle?” you ask, losing 
interest. Not quite. “We're doing everything 
we can to make it accessible to first time 
players of first- and third-person action 
games.” McGee explains that he plans to 
include a jump reticule to show exactly 
where Alice will land if she were to jump at 
any given moment. This can be toggled on 
or off. “Anytime | see someone get frustrat- 
ed, | try to go through and give them anoth- 
er way to do it.” 

McGee sounds a little embarrassed that the 
game is being called American McGee's Alice, 
but he says it’s for trademark reasons. Since 
Lewis Carroll's work is public domain, 
Electronic Arts needs some way to give this 
interpretation of the Carroll world a unique 
and legally defensible brand name. Hence, 
American McGee's Alice. 

Although Electronic Arts will publish it, the 


by Tom Chick 


game is being developed in Dallas by Rogue 
Entertainment, which is using the Quake /I/ 
engine. Rouge is a group of developers inti- 
mately familiar with the Quake engine’s pre- 
vious incarnations; these are the guys respon- 
sible for the critically acclaimed expansion 
packs for Quake and Quake //. Rogue is also 
working in a limited capacity with Ritual, a 
group modifying the Quake /I/ engine to 
make its own surreal first person shooter, 
Heavy Metal: F.A.K.K. 2. McGee is close to the 
guys at Rogue—he knows them from his days 
at id. He says their previous relationship 
makes it much easier for him to serve as the 
game's creative director at Electronic Arts’ 
Bay Area office while the game is actually 
being created in Texas. 


“What did they put in my tea?” 

Unlike Rogue’s previous work, Alice is a third- 
person game with a fixed camera following our 
heroine from behind, Tomb Raider style. McGee 
occasionally stops and moves the camera 
around to show Alice's face or to look up or 
down a cliff. During one sequence, Alice trig- 


[top left] Need a lift? 
[top right] Hot fire burn boojum. 


[right] ...her butcher knife goes snick snack. 
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[top] Ribbit? 
[bottom] My money’s on the kitty. 


gers a rolling boulder and she has to race down 
a spiraling path to outrun it. The camera 
switches to a fixed perspective that pans to fol- 
low the action as Alice runs with the boulder at 
her heels. “We're still trying different things 
with the camera. We might have stuff like this, 
where the camera switches to a fixed view, but 
we re not sure if it ll work.” 

McGee says the game is 30% puzzles and 
70% action (a lot of what he shows is action). 
Alice has a strange arsenal—almost all of her 
weapons are twisted toys. There’s the familiar 
flamingo croquet mallet, a jack-in-the-box that 
plays “Pop Goes the Weasel’ before exploding, 
and a handful of deadly jacks that ricochet 
around, attacking enemies while Alice bounces 
a small red rubber ball to keep them going. 
Alice has a set of three six-sided dice... demon 
dice. A display in the corner of the screen shows 
her roll, which determines what sort of demon is 


summoned to help her fight. Of course, three 
sixes call down the fiercest demon. Alice's mis- 
sile weapon is a deck of razor-sharp cards, fired 
two fisted as their secondary attack. Her butch- 
er knife is the Wonderland version of the soup- 
spoon she was clutching back in her cell at the 
asylum; it’s just another illustration that every- 
thing skews strangely sinister in this 
Wonderland gone bad. 

“The only thing we completely invented was 
the ice wand,” McGee says after explaining the 
toys-as-weapons conceit. Although they 
dropped plans for a mushroom wand, he says 
they couldn’t bear to throw out the ice wand’s 
secondary attack, which freezes and shatters 
enemies. 

All of the weapons have primary and sec- 
ondary attacks. Most of them use mana, which 
is called meta-essence in the game. "We have 
this idea that when Alice kills something, she 
frees it from the evil Queen’s influence and 
reclaims some meta-essence or some health.” 
McGee knows this sounds strained, but he has a 


“whaddaya gonna do?” shrug in his voice. It’s 
a better alternative to having boxes of ammo 
strewn around Wonderland or, worse, crates 
with bandages or extra jacks inside. 


"Eat me! Drink me!’ 

At this point there are only glimpses of the 
sorts of puzzles McGee is interested in making. 
In the Chess Village, where all the color has 
been leached and all that remains are the 
chessboard black and white, Alice turns into a 
chess piece and can only move along the 
squares that correspond to her color. Outside 
the Mad Hatter’s Castle, Alice shrinks down to 
the size of an insect and has to make her way 
through a garden where blades of grass are the 
size of telephone poles, a centipede towers over 
her like a dragon, and a drop of grasshopper 
tea turns her into a bug-eyed creature with _ 


antennae and a blue dress. This is where she | . - 


meets the Mad Hatter, who comes alongand 
leaves a crater-sized footprint where one of 
Alice’s friends used to be. Other levels have 
intriguing names like the Poof of Tears, the 
Fortress of Doors, and the Psychedelic Funhouse. 
Of course, this Wonderland is nothing like 
the sanitized 1951 Disney version, in which the 
Queen of Hearts shrieks, “Off with his head” and 
one of her playing card soldiers is dragged off 
screen. In this game, Alice approaches a play- 
ing card soldier and “one, two, one, two—her 
butcher knife goes snick snack” and now a 
geyser of blood sprays from his headless neck. 
One of the bosses is the Duchess, who looks 
harmless enough with her peppershaker. It’s a 
bit more disconcerting to see her pick up Alice 
and gnaw on her pretty head. But just wait 
until she starts her baby throwing attacks. 
“It’s a dark twisted Gothic-Victorian Alice,” 
McGee explains, “truer than the Disney ver- 
sion.” McGee admits, however, that he hasn't 
even seen the Disney version; he doesn’t want 
to taint his personal image of what Carroll's 


world should be like. He says that the style of : 


the game is drawn directly from Carroll's surreal 
fiction. “Get us in trouble for this and you'll 
find out what your children have been reading _ 
all along,” he says. McGee is particularly proud 
to have been able to demo the game at £3 for 
Steven Spielberg, who reportedly told him, ‘If 
Carroll were alive today he'd be smiling and 
happy about this.” | 


The Walrus and the Carpenter 

“We let the fiction solve a lot of our prob- 
lems,” says McGee. “The Cheshire Cat was a 
great example. We needed a helper character 
who could pop in and out of the game at 
will.” Most of the other familiar characters are 
also helpers; nearly everything in the game 
has a precedent in the books or at least fits 
neatly into the motif. 

Almost all the locations and characters were 
drawn directly from Carroll's stories. The artists 
have used Sir John Tenniel’s famous illustrations 
for Carroll’s books as a starting point for their 
designs. In some instances, they've been able 
to take creative license with some creatures that 
were mentioned but never drawn. For instance, . 


the boojum looks like an undead wraith and the 
snark is a fish/frog hybrid. The demons Alice 


summons, however, look like Quake refugees. 
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Generally, where the creature design isn't relat- 
ed somehow to Alice in Wonderland (Disney or 
otherwise), there’s an effort to place it in the 
context of what would have been surreal in 
1872. The army ants in the Mad Hatter’s gar- 
den, for instance, are dressed in the coats and 


epaulets of 19" century British troops and 
armed with bayoneted rifles. 

Lewis Carroll's two Wonderland books, pub- 
lished in 1865 and 1871, were immensely popu- 
lar. Carroll wrote them specifically for Alice 


Liddell, the daughter of the dean of the college 
where he studied and taught. He was notori- 
ously uncomfortable around adults and had a 
coterie of young girls as friends. He dabbled in 
photography, including nude portraits of pre- 
pubescent girls lounging on beds and sofas. 
Although many an eyebrow has been raised 
about this (indeed, his photographs are locked 
away in a private collection at Oxford), there’s 
no reliable evidence that he had any prurient 
interest in young girls. In fact, Carroll biogra- 
pher Morton Cohen suspects that Carroll died 
celibate. Charges of opium use have been simi- 
larly debunked. 


None of this concerns McGee. ‘If he was 
doing opium, so was everyone else. The same is 
true with rumors of child pornography. That 
was just the time. Besides, | think you had to be 
a little bit of a freak to think this stuff up any- 
way.” That’s what we thought when we saw 
those weird figurines on the table. We'd just 
like to remind you that he said it, not us. 
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AN UNBORN EVIL THREATENS TO DESTROY THE UNIVERSE.. 
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“A wildly original game world, and some 
of the most frenetic action seen to date.” 
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Sega 
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original 7zbertan Dawn, proved 
that the series’ legions of rabid 
fans have Olympian expecta- 


tions for every new game. Red 
Alert 2 may have an even harder 
act to follow, because many 
Command & Conquer fans look 
back to the original Red Alert as 
the high point in the series. 

We recently visited Westwood 
Studios to play this long-await- 
ed successor and watch it being 


put through its paces. What we 


Saw was a game that captures and augments 
many of Red Alert’s essential qualities—such 
as its frenetic pace and its whimsical alter- 
nate history—and puts them into what 
promises to be the sharpest looking and most 
entertaining Command & Conquer environ- 
ment yet. 


‘Soviet tanks, V-3s, and Paratroopers taking 


Westwood has tweaked the traditional veneer 
in ways that should make this title even more 
amusing, and further improve gameplay. It has 
made some much needed, albeit minor, 
improvements to the build interface. It’s added 
garrisoning of neutral buildings, conspicuous 
unit experience effects, and more diverse 
options for unit and structure interaction. It’s 
added different multiplayer nationalities to the 
two sides, Soviet and Allied, each with its own 
distinct units. In contrast to past Command & 
Conquer missions, Red Alert 2’s single-player 
missions will take place in very recognizable US 
and European cities. 

Finally, into this environment Westwood is 
placing units and structures so powerful that 
multiplayer games should be wildly volatile 
affairs. If past Command & Conquer multiplayer 
games were like typical real-life boxing match- 
es—drawn out affairs in which opponents bob, 
weave, and probe for minor weakness in enemy 
defenses—Red Alert 2 could be more like a Mike 
Tyson fight, capable of a surreal ending at any 
moment, or a Rocky movie, in which every 
punch appears devastating, but as long as the 
opponent is still alive, he has a chance to come 
back and win. 


Following the Soviet defeat at the end of the 
first Red Alert, the Allies have placed Romanov, 
supposedly a descendent of the Tsars, in charge 
of Russia. Although he appears to be the perfect 
puppet (despite the fact that he is still 
Communist), he has his own agenda: revenge. 
Over the next twenty or so years, Romanov sets 
up secret bases worldwide and continues the 
scientific research into psychic power that even 
Stalin thought was too dangerous. He builds an 
alliance of Soviet-led nations, including Cuba, 


Libya, and lraq, and begins to prepare for the 
assault on the ultimate obstacle to world domi- 
nation, the United States. When that psychically 
based assault comes, it is massive and over- 
whelming. To compound America’s woes, its 
allies in Western Europe remember the 
American reluctance to participate in the first 
war between the Soviets and the Allies, and are 
inclined to stay out of the fight. Despite their 
reticence, however, they will be forced to play a 
role before all is said and done. But what role 
does Kane play in all of this? 


Red Alert 2 will be built on the Tiberian Sun 
engine, but with a difference. Having identified 
Red Alert’s fast pace as what set it apart, the 
developers have modified the engine to recap- 
ture that pace. In accord with their philosophy 
that they want half-hour multiplayer games, 
not three-hour games, they have increased the 
speed at which units move and at which units 
and structures are created. By dividing the 
interface into separate tabs, they have 
increased the speed at which you can build, 
and by balancing buildings and units “high,” 
meaning in essence that all units have both 
exaggerated strengths and exaggerated weak- 
nesses, they ensure that battles will resolve 
themselves quickly. 

Although the design team emphasizes that 
they view rushing as a legitimate tactic that is 
a mainstay of real-world warfare, they have 
provided plenty of defenses against tank rush- 
es, such as Terror Drones and garrisoned 
infantry. If rushes fail to bear consistent fruit, 
a turtle shell approach will be even more dis- 
couraged by the presence of superweapons 
that can be targeted anywhere on the map. 
You may build an impenetrable base defended 
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by all of your units, but if your opponent 
builds a Nuclear Silo, Chronosphere, or Weather 
Control Device, you will quickly pay for your 
over-concentration. 

Another area in which Westwood is trying to 
adopt a bolder approach is in the game’s 
graphics. In contrast to the post-apocalyptic 
look of Tiberian Sun, Red Alert 2 uses bright, 
vivid colors, including green grass and trees 
galore. Furthermore, its structures and units 

have been resized and are 
now 25-30% larger. The 


_n 9oviet struc- 
il y 


especially bulky 
and forbidding, while 

Allied structures are more 
refined. To make the graphics more interesting, 
the single-player mission maps will feature real 
world locations with lots of recognizable land- 
marks. Among the US maps you'll find 
Washington DC, New York, Chicago, Colorado 
Springs, San Antonio, Hawaii, the Virgin 
Islands, and the Florida Keys, and among the 
foreign maps you'll find the North Pole, the 
Urals, Moscow, and Paris. 

One actual mission map we saw of 
Washington DC centered on the National Mall, 
and featured the Washington Monument, the 
White House, the Lincoln Memorial, and the 
Smithsonian. Many of these landmarks will be 
crucial to completing the missions, and if 
you ve ever had the urge to destroy a national 
treasure, this is your chance. Red Alert 2 will 
also include approximately 30 minutes of the 
between-mission cutscene video that has 
become a trademark of the Command and 
Conquer series, and like much of the game, the 
cutscenes promise to be more light-hearted 
than in the past. 


Red Alert 2 promises to be the first Command & 
Conquer to really improve the series’ build 
interface. Although the team has made no fun- 
damental changes, to ameliorate the problem 
of constantly scrolling up and down the struc- 
ture and unit build lists, they have divided 
structures and units into four build tabs com- 
prised of primary structures, defensive struc- 
tures, infantry units, and vehicular units. Click 
on a tab and you will have a handy immediate 
view of all of the units and structures on that 
tab (although some scrolling may be required if 
you own both Soviet and Allied production 
facilities). Unfortunately, the build interface has 
not changed enough to permit you to build 
units simultaneously in different locations, such 
as having infantry units built in barracks at two 
different places on the map. There will, howev- 
er, be infinite queuing of units, although no 
queuing of structures, and defensive structures 
can be built simultaneously with other struc- 
tures, doubling the speed at which you can set 
up your base and contributing to the overall 
theme of faster gameplay. 

The game will also include a diplomacy but- 
ton, which will bring up a screen listing players 
and bots, their allied status, and their number 
of kills. At the bottom of the screen is an 
advanced command bar, which you can use 
to quickly select units by type, put them into 
guard and deployed modes, and change to 
waypoint mode. 

Garrisoning is one of the most exciting 
new additions. Infantry units can now 
occupy neutral structures; once they do, 
the building’s graphic will change to one 
with boarded-up windows and barbed wire. 
Infantry units in Command & Conquer have 
traditionally been so weak and vulnerable that 
they were hardly worth building unless that was 
all you could afford. Garrisoning has the poten- 
tial to change this unhappy paradigm. 
Garrisoned infantry units don’t take damage 
until the building is nearly destroyed, at which 
point they are unceremoniously dumped out- 
side. On the other hand, they are able to deal a 
lot more damage, which is multiplied by the 
number of units garrisoning a building. The 


same infantry units who, when standing around 
outside, are nearly powerless against oncoming 
armor units, can now reduce a tank rush to 
shrapnel in seconds. 

Garrisoning promises not only to increase 
the inherent value of infantry units, but also 
to make a real contribution to the strategic 
elements of the game. For example, if a map 
features neutral buildings near any strategic 
roads, then being the first person to occupy 
or destroy those buildings will be key to suc- 
cess. Unfortunately, garrisoning will be limit- 
ed to neutral structures: you won't be able to 
garrison your own buildings to give them 
some firepower, and the Engineer and the Spy 
are still the only units capable of entering 
enemy structures. 

Like all Command & Conquer installments, 
Red Alert 2 features only two sides in the single 
player campaigns, the Soviets and the Allies. 
However to add some personality to multiplay, 
Red Alert 2 offers more separate nationalities 
within each side. In addition to all of the struc- 
tures and units typical to their side, each fac- 
tion will also have one unique unit or structure. 

They will also 
am have unique 
| taunts. The 
Allied fac- 
tions 


include 
the Americans, the British, the Germans, the 
French, and the Koreans, while the Soviet 
nationalities include the Russians, the Cubans, 
the Libyans, and the lraqis. The faction-specific 
units and structures include the British Sniper, 
the lraqi and Russian Tesla Tanks, the Cuban 
Terrorist, the French Grande Cannon, the 
German Tank Destroyer, the Korean Black Eagle, 
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_uring our visit to Westwood, we sat down with the Red Alert 2 

‘producer Harvard Bonin to discuss the philosophy behind his 
game, how Westwood hopes to build on the strengths of the original 
Red Alert, and how it hopes this sequel will contribute to keeping the 
Command & Conquer series fresh and exciting. 


feYeisames 
rey eR} fc FS Ea TEES ae 


oceeine: HOW WILL RED ALERT 2 COMPARE WITH THE 
OTHER ‘COMMAND é : coe GAMES? 

vervare borin: The overall difference between this Command & Conquer 
game wns the others is that it is designed to be very light; it is designed 
to be very—I hate the word, but—fun. Everybody says that, but defining 
it is the trick. Basically, we wanted the players to remember that it is a 
game: if you are smiling while you are playing the game then it is 
doing its job. If you are angst-ridden and frustrated at the controls, 
asking ‘Why are these guys putting me through this horrible, horrible 
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fication, a sense that they are constantly 
finding something new. There are bonuses 
found all over the maps, bonus- 

es ranging from crates 

to sound bytes. In 

our game 

more so 

than any 


other version of 
ee Command & Conquer there are 
so many scnutstions of nee you can do. [Harvard gives the use of 
Tesla troopers to charge Tesla Coils and the Cow rush tactic as two 
examples.] We'll tell people about some and we'll let them discover oth- 
ers. 


ARE YOU WORRIED THAT SINCE RTS GAMES USING 3D GRAPHICS ARE 
BECOMING COMMONPLACE, RED ALERT 2 WILL APPEAR ‘RETRO’ WHEN IT 


obstacle course?’—that is not fun. 
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g@ TRACTED, STRESSFUL, AND 
b ABOVE ALL DIFFICULT GAME 
- TO ENJOY THEMSELVES. 
: We went at it from the 
opposite perspective. We want 
=" players to get a lot of instant grati- 


and American Paratroopers. 

Unit experience promises to play a more 
conspicuous role than it was permitted in 
Tiberian Sun. Units will become elite more easi- 
ly, and when they do, the improvements in 
their offensive and defensive characteristics will 
be obvious. Some units will look different as 
veterans, and some will even acquire a new 
weapon. There will still be no researchable or 
purchasable unit upgrades, but it will be possi- 
ble to ‘steal’ technologies from enemy struc- 
tures that will permit you to build new combi- 
nation units. For example, the Soviet Crazy Ivan 
can become a Chrono Ivan, which means he has 
warping ability like the Allied Chrono 
Legionnaires, if you can figure out how to steal 
that technology. 


The game’s array of units includes made-over 
favorites from Red Alert, as well as new units 
steeped in Red Alert 2’s weird science. The basic 
infantry units, Gls and Conscripts, are now 
more valuable for being able to dig-in as well 
as to garrison. Tanya is back and tougher than 
ever, able to decimate enemy infantry and to 
C4 structures on land and at sea. The Allied Spy 
is back as well, and can still be sniffed out by 
the speedy Soviet Attack Dog, which is extreme- 
ly effective against infantry units. Despite this 
canine scourge, the Spy is even more effective 
now. It is capable of disguising itself as enemy 
infantry units and can enter enemy structures 
to a variety of useful ends. For example, if it 
enters an enemy power plant, it shuts down all 
enemy power for a limited period, and if it 
enters an enemy Tech Center, it steals the abili- 
ty to make special tech units. Other Allied units 
include the Rocketeer, flying infantry similar to 


ars we BUT MANY GAMES ARE BEING 
hat Vee MADE TO CATER TO GAMERS WHO 
seem _ FEEL THEY NEED A PRO- 


COMES OUT? 


We could only get the artistry that we wanted in a 2D world right 


Yuri, the Soviet master of psychic powers. 


the Jump-Jet Infantry of Tiberian Sun, the SEAL 
(to be replaced by Tanya in multiplayer 
games), capable of swimming and laying C4 
charges, and the Chrono-Legionnaire, which 
can warp around the map and can erase struc- 
tures from time. Although it hasn't made it into 
the game at this point, the Allies will have a 
canine unit as well. 

lf anything, the Soviet side will feature an 
even wilder collection of manpower. Tesla 
Troopers are devastating to enemy infantry in 
their own right, and—in perhaps the best exam- 
ple of the unit synergy that Westwood is trying 
to install in Red Alert 2—they can also charge a 
Tesla Coil, giving it extra range and permitting 
it to operate without power. Desolators can irra- 
diate the ground, rendering it temporarily toxic 
to enemy infantry, Crazy lvans can place C4 
charges on just about anything in the game to 
be detonated on command, and Yuri, the mas- 
ter of Soviet psychic power, can mind-control 
animals and enemy units (though not dogs) one 
at a time. In another reflection of the fact that 
Westwood is keeping Red Alert 2 lighthearted, 


now. Furthermore, we have the game’s system specs to worry about. 
The game has such a huge following worldwide and the specs just 
aren’t out there globally to support 3D. As for the future, as far as 3D 
goes, we are looking to take advantage of anything that enhances the 
game experience. But for this game, 2D was exactly what we wanted. 


FROM THE STANDPOINT OF THE TECHNOLOGY WITHIN THE GAME, WHILE 
RED ALERT 2 1S NOT BASED ON THE FUTURISTIC SCIENCE OF THE T/BERIAN 
SUN UNIVERSE, IT DOES SEEM TO BE BASED ON 


[continued on page 54] 


Crazy Ivan and Yuri operating together can work 
some particularly insidious mischief using the 
animals on the map. These animals will include 
cows, alligators, monkeys, and polar bears— 
whatever is appropriate for the current map— 
and if you take control of a cow using Yuri, then 
have Crazy Ivan slap a bomb on it, and then 
have the cow walk into an enemy base and det- 
onate, you will have executed what has already 
been christened the ‘Mad Cow Rush.’ 

Engineers capable of capturing enemy 
buildings will also be making their return. The 
many critics of the ‘Engineer rush’ tactic that 
has proved so devastating in Tiberian Sun will 
be pleased to know that in Red Alert 2 
Westwood is returning to the Red Alert model of 
Engineers: you may need more than one to take 
command of an enemy building, and even then 
the building will probably have to have suf- 
fered some serious damage first. 


You'll still see lots of conventional-style 
armored vehicles in this game, including the 
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ITS OWN KIND OF ‘WACKY’ SCIENCE, 
We are trying to keep the WWI feel to the game and 
you'll still see lots of fat tanks and conven- 
tional warfare. When we started this pro- 
ject in February [of 1999], we sat down 
and tried to figure out where the appeal 
had been in the original Red Alert. What | 
liked about Red Alert is that it was fast, it 
was satisfying in the destruction, it was 
instant gratification, it had lots of different 
units, and an interesting alternate reality. 
We liked the idea of using alternate tech- 
nologies that supposedly were considered 
in the 40s, 50s and 60s by the Russians 
and the Americans. I've got two fold- 
ers full of weird technologies that people 
were researching. Red Alert 2's technologies are 
a little fanciful, but it all has one foot in the door 
of reality. These technologies are all things that 
someone at some point said, ‘hey, that’s doable.’ 
Then there is the day we came up with the giant 
squid. We were asking ourselves what do we want 


HOW HAS THE TIBERIAN SUN ENGINE BEEN ENHANCED FOR RED 
ALERT 2? 
We have enhanced the artistry, making everything 25-30% 
bigger, and made everything sharper. We have also done a 
lot of optimization to try to capture the experience of the 
original Red Alert, which was a fast, action-oriented 
~ RTS. We also took out features that weren't important 
ss ? to our gameplay, such as terrain deformation. 


YOU SAY THAT IT IS GREAT KNOWING THAT YOU 
ARE MAKING A GAME THAT A WHOLE LOT OF PEO- 
PLE ARE GOING TO PLAY, AND THAT YOU READ THE 
FAN-SITES EVERY DAY AND GET LOTS OF QUES- 
TIONS. WHAT ARE THE TOP COMMENTS YOU GET 
FROM FANS? 
People are really interested in the units, but 
m beyond that, people are really concerned with 
We balancing high—that it will be cheesy. But we 
don’t want our games to last three hours. We 
want them to last a half-hour. We want our games to be volatile. We 
want them to be roller coaster rides. We don’t want people to get to the 
point of attrition. I've always hated RTS games in which you always 
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to do with the naval side of the game. We have conventional vessels and 
Tanya can now swim. One of the design team members suggested 
adding a giant squid, and we initially thought it was stupid. Then we 
slept on it and everyone came back and agreed that the idea of a giant 
squid pulling enemy ships under is so wacky that it is fun. It is goofy, 
and maybe it’s going too far, but we don’t care, because that is the way 


we are making this game~everything is far out. 


Allied Grizzly Tank and the Allied Infantry 
Fighting Vehicle (IFV), which can adopt the 
weaponry of whatever infantry units it is carry- 
ing, as well as the Soviet Rhino Heavy Tank, the 
massive Soviet Apocalypse Assault Tank, and 
the Soviet Flak Trak APC. The two most bizarre 
tanks belong to the Allies: the Mirage Tank, 
which can disguise itself as static scenery, such 
as trees, and the Prism Tank, which fires con- 
centrated beams of light that can hit multiple 
targets. Multiple Prism Tanks reflect their beams 
among each other to drastically increase the 
power of their attacks. The Soviet V-2 has 
returned, now as the powerful yet vulnerable 
V-3. To counter the Allied tank arsenal, the 
Soviets have been blessed with Terror Drones, 
mechanical insectoids that not only make short 
work of infantry, but actually burrow into tanks 
and destroy them from the inside unless they 
can quickly get to a repair pad. 

In “big sigh of relief” news, Red Alert 2 tries 
to eliminate the old annoyance of having to 
drop what you are doing and check on your ore 
harvester because it is being chased by one 


know who is going to win in the first two minutes, whether because of 
they way resources work out or because of who gets what first. We 
wanted players to be able to say ‘I'm building my weather machine, or 
i'm building my nuke, and although I’ve been beaten everywhere else 
on the map, if | can just get this, I’ll be in great shape with a chance to 
win the game.’ That’s what we mean by balancing high: everything in 


the game is a powerful force or a potential game-ender. — 


infantry unit. The Soviet ore truck, the War 
Miner, comes equipped with a heavy cannon 
mount, while the Allied Chrono Miner is capable 
of warping back to the refinery when full. 

Among the Allied air vehicles, you will find 
speedy Intruder attack jets and Blackhawk 
transports. The Soviets will answer with the 
Kirov airship, a massive lumbering dirigible 
that can rain iron bombs and take lots of 
damage. Naval vessels will include the Allied 
Aircraft Carrier, capable of launching a steady 
stream of aircraft at targets, the stealthy 
Soviet Typhoon submarine, which launches 
torpedoes at other ships, and the Allied 
Destroyer, which specializes in destroying 
submerged units. The Soviet Sea Scorpion and 
the Allied Aegis Cruiser can both defend your 
fleet by destroying incoming missiles. Perhaps 
the two most fanciful units in the game are the 
psychically-controlled Soviet Giant Squid, 
which sneaks up on enemy ships and pulls 
them under, and the Allied Dolphin, which is 
also stealthy and attacks enemies with an 
enhanced sonar device. 
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The President of the United States. 


Most of the Red Alert 2 structures in the build- 
ing tab will look familiar to partisans of Red 
Alert, from Construction Yards, Power Plants, 
and Barracks to War Factories, Naval Yards, 
Radar Towers, Service Depots, and Battle Labs. 
The Allies will be able to build an Ore Purifier 
that can increase the value of the ore they col- 
lect, while the Soviets can build a Nuclear 
Reactor that will provide an immense amount of 
power (but if destroyed will cause a major 
nuclear explosion). The Allies can build the Spy 
Satellite uplink, which will remove the shroud 
from the entire map, while the Soviets can build 
Cloning Vats, which will produce duplicates of 
any units you create in the barracks. 

In the Armory Tab, you will find a variety of 
turrets, such as the Soviet Tesla Coil, Sentry 
Gun, and Flak Cannon, and the Allied Pill Box, 
Patriot anti-missile system, and Prism Tower, 
which works like the Prism tanks. When you 
place these turrets, a circle is displayed show- 
ing the firing radius so you can be sure to place 
them for maximum coverage. The Soviet Psychic 
Sensor will show you the movement vectors for 
all units that have been vectored into its 
radius—great for letting you know if an attack 
is on its way, while the Allied Gap Generator lets 
you put an impenetrable shroud over the sur- 
rounding area. 


Among the superweapons on the armory tab, 
the Soviets sport the Nuclear Missile, while the 
Allies are blessed with the Weather Control 
Device. Both devices are very expensive and 
take considerable time to charge. When they 
are deployed they are preceded by a brief 
warning, a weather advisory for the Weather 
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infantry. 
Blowing up the Soviet 
Nuclear Silo before it fires 

the missile or destroying the Allied Nuclear 
Power Plant can also create nuclear explosions. 
The Allied Chronosphere permits you to warp a 
number of units to any spot on the map, 
although it is not safe for transporting infantry. 
The Chronosphere can be used to warp your 
own units, and it can also be used as a 
weapon—imagine warping a group of enemy 
tanks into the ocean, or warping an enemy fleet 
onto land. The Soviet Iron Curtain, which ren- 
ders vehicles invulnerable for a brief period but 
is unsafe for infantry, makes its return from Red 
Alert. Once any of these structures are complet- 
ed, the shroud is removed from their location 
and a timer is placed in the upper right hand 
corner of the screen to let other players know 
which one of these devices is charging. 

The superweapons, especially the Nuclear 
Missile, can change the course of a game 
instantly. You can be on the verge of utter 
defeat but if you can manage to fire off a missile 
you can wipe out your opponent's base and get 
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some breathing space. Alternately, you can be 
dominating your opponent, wiping out his 
forces and whittling away his base, but if you 
can’t get to his missile silo by the time it is fully 
charged you can lose it all. Removing the shroud 
around the superweapons and showing the 
timer creates powerful arguments for emerging 
from a defensive shell to assault enemy bases 
full force—the epitome of what Westwood is try- 
ing to accomplish in Red Alert 2. 

In addition to the side-specific structures, 
there will also be neutral structures available on 
some maps to give you a variety of bonuses. 
Controlling an Oil Derrick will give you a steady 
cash flow, while controlling an Airfield will let 
you periodically drop Paratroopers. Controlling 
a Hospital will allow you to heal all of your 
infantry—useful since the Medic doesn’t appear 
to have survived into Red Alert 2-and the 
Outpost has a variety of defenses and can act as 
a service depot. 


Multiplay modes will include Global 
Domination, first introduced to the series by 
Tiberian Sun: Firestorm, in which players logged 
into Westwood Online will be able to participate 
in an ongoing struggle for control of a conti- 
nent. Other types of multiplay will include 
Unholy Alliance, in which each player will get 
both Soviet and Allied Mobile Construction 
Vehicles (MCV), permitting them to build both 
unit and structure trees and thus permitting the 
widest possibility of strategic combinations; 
Naval War, in which naval units have enhanced 
strength and many ground units, air units, and 
superweapons are unavailable; Air War, similar 
to Naval War except only air units are available; 
Meat Grinder, in which only infantry and tanks 
are available; and Nuke War, in which all play- 
ers have access to all superweapons but not to 
many other powerful units. 


As of late June, the Red Alert 2 developers are 
estimating that they are three months from 
completion. They have finished the units and 
structures and they are now in the polishing 
phase. In addition to spending the last several 


months play balancing, they are finishing the 
final artwork, completing the campaigns, and 
editing the video. The day we roamed the 
offices, the entire team was taking a break to 
put campaign missions through their paces. 
Although they are intimately familiar with the 
game, many of the team members seemed to 
be grimacing from the mission difficulty, a 
hopeful sign that despite being designed pri- 
marily to be fun, the game Al will not be a 
push-over. The design team is debating at what 
difficulty settings the Al will be permitted to 
use the game-breaking superweapons in skir- 
mish and multiplayer mode. 

If the several hours that we were allowed to 
play Red Alert 2 with the developers were any 
indication, Westwood has achieved its goals. The 
game is fast, unpredictable, colorful, and 
delightfully ridiculous. Indeed, the only disap- 
pointment is that the design team has not elect- 
ed to include any sort of map and mission edi- 
tor, and doesn’t anticipate releasing one later. 

To keep Command & Conquer fresh, 
Westwood is making the latest installment a 
caricature of the series itself. This may alien- 
ate fans reluctant to stray too far from the 
boundaries of realism or seriousness—the fans 
for whom the Chrono-Legionnaire, the Terror 
Drone, the Mad Cow Rush, and the Aircraft 
Carrier-consuming Giant Squid will just be 
too much. However, gamers who peel away 
Red Alert 2’s brightly-colored rind should 
find promising and diverse gameplay, and 
they will either look past the game’s silliness, 
or, more likely, they will revel in it. Indeed, 
the game is disarming in its utter absurdity— 
just when you start to fixate on how ridicu- 
lous it is that gold and gems are laying 
around the streets of Washington DC, you 
notice that that there is a giant squid battling 
a dolphin for control of the Potomac River 
and realize you should probably think better 
of thinking too much. = 
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Through a windshield darkly. 
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THERE ARE BASICALLY TWO. KINDS. OF RACING GAME AIS—THE KIND 
that run the track perfectly, perhaps making a few scripted mis- 


_ Ask about my grandchildren. 


How about Need for Speed: Motor City? 
Electronic Arts introduced this title as the next 
in their Need for Speed line-up, but they later 
dropped it from the franchise because they 
wanted to make it clear that this was a game 
about muscle cars rather than the high perfor- 
mance exotic vehicles we see in Need for 
Speed. Electronic Arts further gave it a distinc- 
tive identity by tacking the word ‘online’ at 
the end of the title. Now we have Motor City 
Online from the developers at EA Seattle who 
made Need for Speed II, II! (Hot Pursuit), and 
IV (High Stakes). But it’s not just multiplayer 
racing. Motor City Online is also a historical 
racing game. It is also a car building RPG. It’s 
also a massively multiplayer persistent world. 
And it is, of course, a driving sim. It is not, 
however, a dessert topping or a floor wax. 

Motor City Online is set in a very definite, if 
somewhat broad, era. Although the cars range 
from the '32 Ford Coupe all the way up to the 
'73 Pontiac Firebird, the game has a very spe- 
cific 50’s and early 60's vibe. It evokes a pre- 
Roger and Me Detroit, a swath of American 
Graffiti, a strip of Two Lane Blacktop back to a 
time when Snap On Tools still had girls on 
their calendars and the only oil crisis was get- 
ting grease on your upholstery. 


Ultima On-Nitrous 
Of course, we mentioned it’s a multiplayer 
persistent world, so you'll want to create 
what Electronic Arts calls your “avatar” Chow 
very Ultima) before you go anywhere. 
“Currently, during the initial creation you 
start out by choosing a body style for your 
avatar,” says the game’s associate producer, 
Andy Beaudoin, mentioning just a few of the 
options: 50’s greaser, 70's hipster, or 80's 
punk. “Then you customize the look even fur- 


ther by choosing clothing color, hair color, 


and skin tone. All of these choices are reflect- 
ed on your driver as seen in game. Finally you 
can enter your vanity license plate text and 
which plate style from any of the US states as 
well as a number of provinces from around 
the world.” 

All players are rated by reputation, which is 


the progression of titles: Meat, Joker, Grinder, 
Smoker, Ace, and Top Ace, each with five levels. 
Reputation isn't just for bragging rights, 
though; races can be limited to certain levels to 
gear them towards new players, veterans, or 
anyone in between. Electronic Arts plans to 
hold special events tailored for certain players. 
Reputation also determines your weekly salary; 
every Monday night, the server will do a little 


direct deposit action for everyone based on his 
or her reputation. 


Electronic Arts has licenses from the Big Three 
auto manufacturers, so you'll be able to visit 
virtual Ford, GM, and Chrysler dealerships sell- 
ing stock cars. You can also visit Fat Fender 
Freddie’s (selling pre-1950 cars with fat fend- 
ers), Shoebox Showroom (selling cars manufac- 
tured between 1950 and 1962), and Muscle 
Mike’s (selling cars made after 1962). Righteous 
Rides will sell tricked out cars if you’ve got the 
money and you don’t feel like doing your own 
customization and The Auto Barn will sell fixer- 
uppers to grease monkeys looking for good 
deals. The game will boast 40 distinct car mod- 
els with a few hundred variants. 

Once you have a car, you can look at it over 
in your garage, where you'll see the vital sta- 
tistics: horsepower, time from zero to sixty, 
top speed, and damage levels, for starters. 
There's also stuff like natural and super- 
charged aspiration, intake volume, exhaust 
volume, blower boost, volumetric efficiency, 
and a horsepower-to-torque graph. Don’t 
worry if you don’t know what any of that stuff 
is... you aren't alone. 


This stuff can be important though. Did we men- 
tion this was a car building RPG? Motor City 

Online takes an ambitious modular approach to 
the cars. “We wanted to create a physics system 


iy, 


that lets you do in the game what you could do in 
real life,” Beaudoin tells us. Each car is composed 
of seven “assemblies’”—suspension, body, drive- 
line, brakes, wheels, engine, and exhaust. Most of 
these are, in tum, composed of various parts. 
Players can manage their cars on the assembly 
level or they can roll up their sleeves and deal 
with individual parts. If you don’t know much 
about the nuts and bolts of cars, there will be an 
online help function that describes what the part 
does and what effect it has on the cars perfor- 
mance. This should be an invaluable resource for 
those of us who don’t know a manifold intake 
valve from a gas cap. Chilton for Dummies. 

Once you're squared away, it’s time for a 
race. Even through there was a GTO fan in the 
room who wanted a flame job on his car, we 
had a Plymouth Barracuda thrust upon us, col- 
ored Ice Blue, one of Plymouth’s stock color 
schemes. Motor City Online is a winter release, 
so they weren't quite ready for a “pick any 
car!” demo. We were connected to some beta 
testers up in Seattle. “They're using 56k 
modems, so you can see how smooth it is,” 
Beaudoin told us before explaining that we'd 
have to drive with the keyboard. 


Motor City Online will support Al drivers if you 
want to practice before taking on actual 
humans, so technically, it’s not strictly a multi- 
player only game. But the reputation bonus 
you'll win against the Al will never be as good 
as the potential gains for racing against anoth- 
er player. Electronic Arts is using something 
halfway between a peer-to-peer and 
client/server model for the multiplayer connec- 
tions. As with a peer-to-peer connection, each 
player's computer will run the simulation and 
calculate that player’s motion through the 
world. But like a client/server model, the server 
is a middleman in broadcasting each car’s 
positional data to the other machines. 


Beaudoin calls this a “rebroadcaster system.” 


The server will occasionally cause rain in all the 


races (you'll get a forecast before every race, 
SO you won't be caught unawares with the 
wrong tires) and a day/night cycle will pass 
every few hours. 

Our first race against the boys in Seattle 
was on a gently winding country track. The 
trees and bystanders are obviously flat 
bitmaps and the graphics engine does the 
standard ribbon trick—courses have virtually 
no depth on either side of the road so graph- 
ics power can be focused straight ahead. But 
these are trademarks of the Need for Speed 


series, along with a robust sense of speed and 


beautiful car models. There’s obviously some 
of the same old Need for Speed rendering 
code at work here. What’s conspicuously new 
is the physics code, which feels great. There’s 
a sense of heft and inertia to the cars. The 


independent suspension for each wheel shows 


when you bump up on a curb. It’s not diffi- 
cult to get used to how much bite your tires 
have. “It’s a lot more ‘simmy’ than Need for 
Speed, but not so simmy that it isn’t easy,” 
Beaudoin says. 


Driving with the keyboard, we got plenty of 
opportunity to explore the damage model, 
which ties in directly with the modular approach 
to how the cars work. Damage affects the effi- 


ciency of specific parts, so the car’s performance 


can degrade any number of ways depending on 
where and how you break it. Steam comes from 
under the hood when you bust a radiator. Blow 
a gasket and smoke comes from your tailpipes. 
Bust up your engine bad enough and you can 
even get oil all over your windshield. 

Repairing damage is based roughly on the 
value of the car, so you can’t total a vehicle by 
doing more damage than it’s worth. We patched 
up our battered ‘Cuda and gave it another go. 


The next race was through a rundown urban area 


that showed off the game’s less cheery environs. 
There were, of course, plenty of right angles for 
us to drive into. The beta testers were very kind, 
pretending to not be able to keep up with us as 


we Careened over sidewalks, into brick walls, and 


through phone booths. Try as they might, how- 
ever, they could not manage to let us win. We 
blame Electronic Arts’ lousy keyboard. 
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WHAT WOULD MAKE THE ULTIMATE SQUAD-BASED 
_ TACTICAL GAME? MAYBE A TITLE COMBINING THE BEST 
ELEMENTS OF JAGGED ALLIANCE AND X-COM WITH SOME- 
THING LIKE... OH... THE DEPTH OF THE TACTICAL ENGINE 
AND CHARACTER DETAIL FROM THAT RPG BESTSELLER, 
FALLOUT 2? WHEN WE SAW FALLOUT: TACTICS AT THIS 
YEAR'S ES WE DID A QUICK GHECK AND PINCHED OUR- 
SELVES. 14° EAST’S SENIOR GAME DESIGNER, CHRIS 
TAYLOR, WAS SHOWING A FALLOUT DESIGN THAT SHED- 
DED MUCH OF ITS ROLE-PLAYING SKIN, FORGING FORWARD 
WITH ra FOCUS ON SMALL-SQUAD AALTICS. 


STRATEGIC 


» 
The game’s framing story will take place 
between the events of the original Fa//out and 
those of Fallout 2. The plot follows one of the 
wasteland’s various factions, the Brotherhood of 
Steel, in a new part of the country. The action 
will begin in the Chicago area and gradually 
expand to include larger sections of what once 
was the United States. Chris was careful to point 
out that the story won’t reach all the way to the 
West Coast, in order to avoid overlapping with 
previous titles in the series. However, he also 
admitted, you might just encounter a few = 
familiar characters you've seen in other games. 
Unlike the open-ended play of previous 

Fallout titles, gameplay in Tactics is primarily 
mission-based. The single player version 
includes 38 missions, 20 of which are required, 
and 18 that are optional. The game is divided 
into five chapters, and in each one you'll have 
some control over which missions you wish to 
play. Your actions within a mission will affect 
events later in the game, possibly even activat- 
ing one or more of the optional missions. 
Negative consequences, for example, may 
occur if you annoy a faction in an early mis- 
sion, making them less likely to become your 
allies down the road. 

e 


JUST THE TACTICS, MA’AM 
Despite its new direction, this game seems to be 
a legitimate heir to the Fallout dynasty. In place 


[clockwise from upper right] Characters can crouch or 
lie prone for better cover. 
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A junkyard tussle is nothing unusual. 


No punches pulled in the splattering blood 
department. 


“Rambo” sneaks into enemy territory, armed with 
a powerful minigun. 


COMPUTER GAMES 


of the traditional role-playing party, you'll be 
leading a squad of six militaristic characters 
into post-apocalyptic combat. While some 
changes have been made to the Fa//out design 
to fit its new setting, the game retains the 
incredibly detailed design that made Fallout so 
appealing. It still uses the Fa/lout “specials” 
system. All characters will still have stats such 
as strength, perception, endurance, and so on. 
Skills, perks and traits will still define the char- 
acters you control. 

What has changed more than anything is 
the focus of the game, from RPG exploration to 
small-arms tactics. Your characters may now 
go prone, crawl, or crouch for a better shot. 
Fallout: Tactics also introduces new factors to 
the combat, including height elevations— 
you'll be able to hide on rooftops to snipe or 


‘drop grenades. A variety of vehicles will also 


be available to your team in battle (no word 
on whether pieces of them will remain behind 
in previous missions, a la the Fa/lout 2 “the 
trunk is here but where’s my car?” problem). 
Your characters can either use these vehicles in 
suitable tactical fashion—such as driving them 
or playing gunner—or they can just catch a 


ride. When fighting other vehicles you can tar- 


get your shots, aiming at things like the 
wheels or the driver. It goes without saying 
one of the perks of this new addition is the 
ability to mow down pesky armed jaywalkers 
on the battlefield. 

Another interesting change is the addition of 
multiplayer support. Now six players can do 
battle, each controlling six characters in what is 
sure to be a massive excuse for mayhem. The 
game has also gone real-time... sort of. Fallout: 
Tactics uses a continuous turn based system. 
Game play is real-time, but actions such as 
running or firing expend action points that are 
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replenished over time. 

In most ways, Tactics has toned down the 
series’ role-playing elements, although the 
game will still include dialogue and an involved 
storyline. Trading and bartering will also add 
some dimension to the overall experience. In 
addition, Taylor mentioned plans to release a 
map and mission editor later, so you can make 
your own scenarios. (This will probably be 
released sometime after the game is done.) 

Will fans accept a Fallout title departing from 
its role-playing roots? Or will the new branding 
just cause confusion? Can Interplay and 14° East 
blur genres and pull out another hit from a 
group dominated by Commandos and Jagged 
Alliance 2? Only time and the game’s release 
into discerning players’ hands will tell... . = 
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Devils and darkness make 
way for Wizards & Warriors 


ONE. | MEAN, AS FAR AS GAME NAMES 
GO, SWORDS & SORCERY: COME DEVILS, 


COME DARKNESS MIGHT BE LONG, BUT IT’S 


ABOUT AS COOL AS IT GETS. IT HAS SWORDS, 


IT HAS SORCERY, AND IT HAS DEVILS—AND THE POS- 
SIBILITY FOR SOME TRULY WRETCHED DOUBLE ENTEN- 
DRES. AH WELL. INSTEAD, WE'RE LEFT WITH WIZARDS 


& WARRIORS, A MUCH MORE PEDESTRIAN. (ALBEIT SAFER) 


MONIKER. LUCKILY, THE GAME BEHIND HEURISTIC PARK 


AND ACTIVISION’S KINDER, GENTLER NAME 1S LOOKING 


PRETTY MAGICAL. 


Razor Gill bites at Sheans . : 
Shogun parrics! rHOR 
Sand Crawler claws at Shogun 
Sand Crawler misses! 


The game does a very good job setting the mood and giving you nice things to look at. 


SOMETIMES MARKETING TYPES DON'T 
KNOW A GODSEND WHEN THEY SEE 


Birth ofa 

Wizardly Nation 

D.W. Bradley, like that other D.W., Griffith, is 
a pioneer in his field. While D.W. Griffith 
made a name for himself in the early days oj 
motion pictures (turning out such early 20! 
century classic, although horrendously racist, 
works as Birth of a Nation), Bradley cut his 
game design teeth on the classic (and not at 
all racist, unless you're a troll) Wizardry role- 
playing games. He was part of the Sirtech 
team that created the fifth, sixth and seventh 
Wizardry titles, all classics or near-classics. 
After parting ways with Sirtech, Bradley 
sojourned with Origin long enough to deliver 
Cybermage: Darklight Awakening, a 3D 
shooter with some RPG overtones and a 
rather intriguing science fiction plot. 

With Wizards & Warriors, Bradley’s atten- 
tions return to classic RPG territory. After sur- 
viving a stint with publishers Virgin and 
Westwood, the game looks on track for a late 
2000 debut with Activision. A traditional six- 
person party based game, it combines a 3D 
world, traditional RPG combat, and the intri- 
cate detail and collection of minutia for which 
Bradley's earlier Wizardry titles were famous. 
Unlike Sirtech’s perennially under develop- 
ment Wizardry 8, though, Wizards & Warriors 
takes place in an entirely new milieu, a world 
of Bradley's own creation, although it does 
have some fairly obvious ties to his earlier 
work. It's an epic tale, full of good Dragons, 
evil Pharaohs, and magic swords. 

As you might expect, the realm of the Gael- 
Serran is in a world of hurt. It seems that an 
evil Pharaoh has returned from the grave (or 
from St. Kitts, it’s not too clear) to reign 
supreme over the land. This is Not Good, but 
the only thing that can stop him is the Mavin 
Sword, a mystical blade forged from two met- 
als—one cursed, one blessed. Of course, this 
magical pig sticker isn’t readily available, so 
someone (that'd be you) has to find it. Along 
with a helpful lizard (the Dragon Erathsmedor) 
and a guardian angel (the kind without the 
beret) named Kerah, you set out with five 
other suckers, er, party members on over 100 
quests, subquests, and adventures to locate 
the Mavin Sword and put an end to the evil 
Pharaoh’s reign. 


Adventuring ye olde 
fashioned way 

In the tradition of Ye Olde CRPG, Wizards & 
Warriors puts you in charge of a party of six 
adventurers. The perspective is mostly first 
person, the landscape is three-dimensional, 
and the graphics are accelerated, but the 
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gameplay is very much traditional—which is one of this 
game's strengths, really, as it seems to offer a lot of play 
value and detail. With over 30 skills, some 50 character 
traits, and a veritable host of items and spells, there should 
be plenty for even the most demanding gamer to fiddle 
with. There will be ten different races, called “character 
clans,” ranging from your bog-standard Humans to lizard- 
like Lizzords to the elephantine Oomphaz and the feline 
Whiskas (not the cat treats). Oh, and there are Elves, 
Dwarves, Guorks, and Gnobbits as well, along with the odd 
Pixie and Ratling. You'll have four classes to choose from at 
the beginning: Wizard, Warrior, Priest, and Rogue. With 
perseverance, though, you'll be able to train your charac- 
ters in some of the 15 additional specialties, taking on the 
roles of Rangers, Paladins, Samurai, and the like. 

Naturally, you'll be able to customize your characters 
to the full extent of your looting and purchasing abili- 
ties. Activision is promising some 300 different invento- 
ry items, so Monty Haul gamers should have plenty to 
look forward to. Expect a wide assortment of armor, 
weapons, magic items and clothing, as well as a full 
selection of spells, potions, and other trinkets. 
Adventuring will take you through forests and swamps, 
into castles and dungeons, and across the known world, 
so pack a lunch. The environments are quite nice look- 
ing, and fairly lush; it’s not as slick as, say, Unreal, but 
the terrain is far more detailed, and very evocative of Ye 
Olde Medieval Fantasy land. Speaking of Unrea/, Heuristic Park is not 
only a game developer, it’s a graphic studio, that has worked on 
games like Nox and, um, the Unrea/ expansion pack. 

In the build we played for this preview, the game looked very 
nice in Direct3D. You won't confuse it with a 3D shooter—a lot of 
the screen is taken up by the interface, and movement isn't lick- 
ety-split fast. Then again, this is an RPG, not an action game; 
combat proceeds in turns, more or less, with each character, mon- 
ster, and NPC having its turn in sequence. For each character you 
can set a default action, which you can easily change with the 
click of the mouse. Set your warriors to swing their swords or axes, 
your rogue to shoot arrows, and your wizard to cast spells, and 
you're off. During combat, the active character shows up in the 
upper-left corner of the screen, with his or her selected attack 
illustrated at the bottom-left corner. It’s a bit weird at first, but 
you get used to it. One can only hope, however, that there'll be a 
full-screen option in the final game—those huge interface panels 
get annoying after a while. 


Rats takes 14 damage! 
Ollie takes 9 damage! 
Shogun takes 4 damage! 
Shogun takes 8 damage! 


An indoor battle against a bull-headed monster. The rodeo was never like this, ma! 


SHOGUT 


Pirate takes 7 damage! 
Shogun blocks! 

Pirate misses! 

Ollie casts Magma Bomb 


Here our intrepid Oomphaz priest immolates the cast of Escape from Monkey Island. 


Heroes of Ultima Wizardry 

Magic & Dragons 

If there’s a feature of computer RPGs that you like, chances are it’s in 
Wizards & Warriors. You get the huge number of race/class combina- 
tions and elaborate plot of the Wizardry games, the intense combat and 
looting action of the Might & Magic titles, the story and moral issues of 
the Ultima series, and the general faux-medieval sword & sorcery milieu 
of countless Dungeons & Dragons adventures. Bradley and his team 
have drawn on a lot of sources and it shows, in the richness and variety 
of the game world. 

Take the angel Kerah, for instance. She’s one of the game’s main 
characters, being the guardian of all the warm and fuzzy stuff in the 
world. According to the design document for the game, she’s an amal- 
gam of influences from Clash of the Titans, that cool claymation movie 
about Greek gods and mechanical owls; Superman's mother; and the 
dying opera singer from The Fifth Element. Likewise, there's Lysandra, 
the game’s version of a vamping vixen. She's described as having 
“schoolgirl charm and a porno star’s experience,” and she’s a vampire. 
Influences on this character are listed as a sleazy phone- 
sex operator, Jessica Rabbit, and Sunshine in Harlem 
Nights. Ok, so not all of these are RPG sources, but you get 
the point: there's an awful lot of careful attention to char- 
acters in this game, and your encounters with NPCs should 
bear this out. An assassin you meet sounds suitably evil, 
and exudes menace, while the shopkeepers just make you 
want to check your purse when you leave the store. 

In fact, you might say that this game is the epitome of 
old-school RPG theory, with lots of visuals, lots of detail, 
lots of combat, lots of statistics, and lots of story. It plays 
quite a bit like Bradley's Wizardry titles, too. Just substi- 
tute real 3D terrain and stepless movement for the grid- 
based landscapes and stepwise movement of the older 
games, upgrade the graphics, and bam! You've gota 
good idea of what Wizardry & Warriors is like. In some 
respects it’s very similar to New World Computing 's Might 
and Magic Vill, but the 3D engine is better looking as are 
the character models, and combat is more dynamic. 


Once around the 

graveyard, driver 

Activision and Heuristic Park were nice enough to let us 
have a build of the game to test drive, so we ve been 
able to take both wizards and warriors for a spin. It helps 
that the default party in the preview build includes a 
couple of super characters, each armed with, of all 


things, the Mavin Sword, the dingus you're supposed to 
quest the entire game to find. Makes combat against 
bats and skeletons pretty easy, to say the least. It’s clear 
from the beginning that a lot of attention to detail is 
going into this game, too. The starting town of Valeia is 
one of three hubs in the game, each the center of a dif- 
ferent adventuring environment. Valeia is the center of 
the Forest area, and is surrounded by a graveyard, a 
temple, a village, and an oracle, all linked more or less 
by winding forest paths. 

There are two more hubs, Ishad N’ha, a mountain region 
with a castle and mines among other attractions, and 
Brimloch Roon, an ocean area complete with a sunken city. 
With about four specific sites per hub, there are maybe 
twelve distinct areas to adventure in, each with its own 
graphic style and set of events and quests. Theoretically, 
you'll be able to switch between first and third-person 
views to better enjoy all of this, a feature that isn’t working 
in the build we have but which is promised for the final 
product. Whatever way you look at it, there seems to be 
plenty to do. Your journey will generally be a violent one, 
because as was the case in Bradley’s other RPGs, there’s a lot 
of random combat. If you simply stand still, monsters will 
come and find you, so there is at least a semblance of a 
dynamic world out there for your enjoyment. 

In practice, movement and combat are easy enough, if not 
as simple as in most shooters. You can use the keyboard or the mouse, or 
both; the left button lets you mouselook, while the right button lets you 
look around and also moves you in the direction you’re looking. Even ona 
low-end PC (Pentium II 350 with a standard TNT2) the game is smooth, 
presumably a result at least in part of the less than full-screen terrain 
window necessitated by the large interface panels. There’s no “twitch fac- 
tor” to combat, either, as things progress fairly slowly (there’s a game 
speed slider you can adjust as well). Once you've selected your weapon or 
spell, it's a simple matter to left-click on a target and watch the fireworks. 

Magic works just like weapon combat, at least in its mechanics, except 
that you have to first select a spell. You get to choose from up to six dif- 
ferent schools or disciplines of magery: Sun, Spirit, Moon, Stone, Fiend, 
and Vine. Sun spells include most fire-based magic, while Fiend spells 
summon entities from elsewhere and Vine sorcery manipulates the forces 
of life. What that all means is that you can choose from a variety of spells 
to fit any situation, from fireballing an ogre to healing your friends. 
Simply select the spell, and click on a target when it’s your tum. The visu- 
al effects accompanying spell casting are attractive and representative of 
the spell you're casting. Cast a stink bomb, and you'll get a noxious 
green cloud, while a bolt of fire will look a lot like, well, a bolt of fire. 
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Croll Mangu fires Willow Arrow 

_ Chor bit for 5 damage! 

) Ollie casts Stink Bomb 

Croll Guni feels nauseous and gags! 


Combat is mostly a point and click affair, minus the frenzy of an action game. 
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Rats casts Glemental Blast 
Centaur takes 3 damage! 
Centaur takes 17 damage! 
Nina casts Whirling Dervish 


po’ 
at 


What a horse’s ass. Gonna blow him away, for sure. 


The more, the merrier 

Looking at everything that’s being crammed into this game, it’s hard to 
believe anything’s been left out. There doesn’t seem to be an annotat- 
able automap, or an automatic journal, but that’s about all that’s 
absent right now. Certainly you'll have ample opportunity to express 
your cultural desires, as there are ten different races, or clans, each with 
different statistical predilections. Each clan’s statistics vary with gen- 
der, as well, which might not sit well with the truly egalitarian among 
the gaming audience. Females tend to be (surprise!) weaker but more 
agile than males, generally. Combine the two genders, ten clans, and 
eight character attributes with the sixteen character classes, and you 
have variety with a capital V. Add to that the slew of skills and traits 
that characters can have (ranging from Kung Fu to vampirism), and 
there should be more than enough to keep you busy for a while. 

In running around the Gael-Serran in an early version of the 
game, it seems that Activision is on to something. This game has had 
a troubled history, bouncing from publisher to publisher, but it 
finally looks like it’s found a home. Wizards & Warriors could well be 
the last hurrah for traditional, Wizardry-style RPGs. The other games 
in this niche coming out this year and next are moving to third-per- 
son isometric viewpoints, super-slick graphics, and real- 
time combat, and are emphasizing multiplayer gaming 
as much as or more than solo gaming. Bradley's game 
bucks this trend by staying true to its statistics-heavy, 
single-player roots. That’s not a bad thing at all, really. 
There's always room for solid solo games, and there’s a 
good audience for detailed and intricate RPGs, where 
legions of statistics and oodles of items vie with each 
other for your attention. 

If Heuristic Park is able to put the final polish and shine 
on this game before Activision ships it to stores, you could 
be in for a slightly retro gaming treat. The engine is solid, 
the look is impressive, and the feel captures that comfort- 
ably familiar yet enticingly new tingle you get when you 
read the next book in a favorite fantasy series. You know 
what you're going to get, but the journey there is more 
than half the fun. Wizards & Warriors probably won't sur- 
prise anyone with wildly original technology, but it has the 
potential to be verysatisfying. We'll find if out later this 
year if all goes well. m 


GENRE epc 
DEVELOPER teuristic park 
PUBLISHER activision 
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Kohan: Immortal Sovereigns \s 


ware awoke with a headache. That must have been some bender last night, 
the elf-like warrior thought. In fact, he could scarcely remember his name, 
Or what he was, but the world seemed somehow... different. Creatures 


were strutting about as if they owned the place. Different creatures. Mortal crea- 
tures. Ruarc had thoughts of a time when his power was supreme... no, wait. Not 
just him, there were others. A whole race of rulers... where are they now? The 


Kohan, that’s who they were. And now Ruarc realizes he’s not hung over at all. It 


was simply the fleeting glimpse of death, that place barred from him and the other 
Kohan. For you see, the Kohan are immortal. 


A series of great cataclysms ended the Kohan’'s 
hegemony. As the immortals reawakened, they 
found the world far different from that which 
they controlled. Splintered into factions 
aligned under different political systems, the 
Kohan are charged with making use of the new 
world to reclaim their lost glory. 


Kohan: Immortal Sovereigns is a real-time strat- 
egy/empire builder by Houston-based TimeGate 
Studios. Up to eight factions (or players) vie for 
control of Khaldun, a fantasy planet that is also 
home to orcs, skeletons, dragons, and the like. 
Each faction can recruit up to ten heroes (or 
Kohan). Basic units are companies, each con- 
taining six units and a leader. There are 50 unit 
types in the game, a subset which is available at 
any given time and can change with research 
enhancements. Companies can be formed to fill 
a specific purpose, and depending on their 
configuration, their behavior will change. A 
company containing a cleric, for instance, may 


[from top] Sparks fly at this Wizard’s convention. 
Next time, hold the onions! 


Ruarc’s archers and paladins overrun this orc 
village. 


Archers hold back and attack from afar. 


linger back in the rally area to heal retreating 
units, while a company of archers will deploy to 
make use of their ranged attack. 

What really sets Kohan apart from similar RTS 
games is the penetration of the artificial intelli- 
gence into all aspects of the game. Indeed, dur- 
ing a demonstration at E3, developer Adel 
Chaveleh comfortably tended to all in-game 
crises while describing the game in detail to 
chatty reporters. It will not be necessary to 
become one with the mouse or consume prodi- 
gious amounts of coffee to tweak your reflexes 
before playing this game. A real-time strategy 
game that gives players a chance to think... who 
ever heard of such a thing? Yet this is exactly 
what TimeGate has set out to accomplish. 

“The game inspiration came mainly from our 
love of turn-based wargames (both board and 
computer games),” said Chaveleh and designer 
Steve Hemmesch. “We thought that bringing 
these wargame elements into a real-time fanta- 
sy setting would be both innovative and fun.” 


The company system is the pride and joy of 
Kohan. As cities are developed, stronger and 
more diverse units may be produced. Challenges 
faced at the moment will guide the selection of 
units placed in the company, and some compa- 
nies may become obsolete (or a drain on the 


economy), at which point they may be disband- 
ed. Companies can be grouped into regiments, 
which allows for a greater ease of control. One 
click of your mouse can send an army into 
motion against an enemy strongpoint. 
Companies may be deployed in a variety of for- 
mations, each with a dynamic effect on the unit. 
Attack value, scouting ability, even morale can 
be affected by choice of formation. 

Leveraging different unit strengths against 
opposing weakness, also known as “rock- 
paper-scissors, will play an important role in 
the selection of combat units. No single combi- 
nation will form a “killer company”—situation 
and economics may dictate that a variety of 
compositions be employed at any given 
moment. Cheap hordes might be called for 
when being attacked by multiple enemies, and 
a select group of elite units can be called upon 
to stop marauding enemies. 

Chaveleh is enthusiastic about this additonal 
layer of strategy. “Do | go with magical firepower 
or beef up the front line with additional warrior 
types? Am | fighting troops that are resistant to 
arrow fire or susceptible to cavalry? The player 
can counter the enemy in many different ways.” 


While Kohan’s Al is still under development, it 
already demonstrates several feats of logic 
missing in other RTS games. An archer, for 
instance, will not mindlessly continue his 
attempt to put an arrow into the orc now chew- 
ing on his toes. In a radical switch to common 
sense, the archer will draw his sword and 
attempt to cleave the bothersome creature in 
two. In another refreshing change, companies 
don't always fight to the last man; when 
depleted, they rout to a rally point safely 
behind the battle lines. Routed units will auto- 
matically regain strength if left alone. 

The immortals themselves are the most for- 
midable combat units. Each has its own 
strength; some may be adept spell casters, oth- 
ers, talented archers. All can hold their own 
with the sword in close combat. The great thing 
about being immortal is they can fight to the 
death; moments later they are “not quite dead 
yet” and before you know it, they are feeling 
much better and are back in the fray. 


Of course, no state-of-the art empire-building 
game would be worth its salt without a diplo- 
matic model. Some factions in Kohan are philo- 
sophically incompatible, and cannot be cajoled 
into dealing with their counterparts. The 
Council, for instance, is a faction of those who 
remembered prosperous times before the cata- 
clysm. Concerned with advancing the arts and 
sciences, a stable, senatorial government drives 
the Council politics. 

On the other end of the spectrum are the 
Ceyah. Exiled by the Kohan before the cata- 
clysms, the Ceyah are evil loners, specializing in 
the practice of dark magic. Employing undead 
to do their bidding, the Ceyah are the antithesis 
of the chivalrous Council. When you play 
against computer-controlled factions, diploma- 
cy between such opposites will not be possible. 
In multiplayer, however, restrictions can be lift- 
ed for more free-form alliances. 


Rumble in the Jungle. 


Two other diplomatic factions are present in 
Khaldun. The Royalist faction favors a monar- 
chial government, adopting this form of leader- 
ship when they noticed that mortals survived 
the cataclysms more effectively under a family- 
oriented rule. The Royalists still emulate the 
mortals’ style, and it can be difficult to tell the 
two apart. Nationalists, on the other hand, 
believe a strong-fisted government would best 
serve the goal of restoring the Kohan to their 
former glory. Nothing is beyond their weak 
moral standards, including use of the Shadow, 
the dark power worshipped by the Ceyah. 

Diplomatic relations offer a number of bene- 
fits for the player's faction. Military support, of 
course, can be a very compelling reason to sign 
a treaty. Factions in Kohan may also trade 
resources, combine world-views (unveiling 
more of the “fog of war” hidden map), and 
even share supplies. 


Turing off the diplomatic restrictions, it seems, 
would run counter to the basic plot of the game. 
The conflict between the different political sys- 
tems and the mortals is carefully balanced. The 
story line is further enhanced by in-game quests 
which further clarify Khaldun’s tumultuous past. 
“Kohan is a story driven game,” admits 
Chaveleh. “So the storyline needed a lot of atten- 
tion—and a lot of attention it received. The story- 
line has been in the making for several years 
now. The main inspiration was from our produc- 
er's fascination with immortality and antiquity. 
He was interested in developing a storyline based 
around an immortal hero who had more far- 
reaching problems than his own safety. The 
detailed story gives Kohan deeper gameplay and 
is moving away from the build and rush games 
of late. With both the story and our company 
based system, we feel that Kohan is laying the 
groundwork for next generation RTS games.” 


Aesthetically and technically, the game looks 


superb. The detailed, 16-bit sprites look great at 
1024x768 resolution. Units, map objects such as 
cities, and spell effects are crisp, and anima- 
tions are clean. Different movement and attack 
animations display a nice attention to detail 
and are suitably creepy at times. Forests and 
other terrain features are not only interesting, 
but have various effects on the tactical game. 

While tactics will be very important to game- 
play, though, Kohan is all about the strategic 
game. Engineers harvest resources. Gold must be 
managed, and troops must be paid. It is common 
to disband armies not currently needed in order 
to boost gold reserves, repurchasing them when 
(and where) they are needed. Managing and pro- 
tecting a large empire is administratively difficult, 
as it should be; zipping around managing far- 
flung military crises is not necessarily the biggest 
pitfall resulting from growing too quickly. 


Unfortunately, Kohan does not yet have a pub- 
lisher and, therefore, has no estimated release 
date. Chaveleh hinted that a deal may be close 
at hand. Meanwhile, the game is still a few 
months away from beta test. 

“The most prominent issues right now are 
finishing and polishing the Al and the network- 
ing, said Chaveleh. “We are working hard to 
include all the remaining features that will 
ensure this being a AAA title.” 

Kohan: Immortal Sovereigns is being devel- 
oped by wargamers for wargamers. Fantasy- 
strategy fans have always treated their favorites 
well; and fans of games such as Fantasy General 
and Masters of Magic should find much to like 
in this title. Now let’s hope that TimeGate does- 
n't bargain away the intelligent perspective in 
its all-important quest for a publisher. a 
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_by Steve Bauman —— | 
Valve Software was founded by Gabe Newell and Mike Harrington, and their debut 


product, 1998’s Half-Life, has won more than 50 Game of the Year honors worldwide 
and was named “Best PC Game Ever” by PC Gamer. Newell came from Microsoft, 
where he worked for 13 years in the Systems, Applications and Advanced Technology 
divisions. According to hi bio, he ran the program management for the first two 
releases of Windows (it’s all his fault), started the company’s multimedia division, 
and led the company’s efforts on the Information Highway PC. 


Despite (or perhaps due to) a somewhat protracted development that saw the 
entire game be essentially redesigned from the ground up, Half-Life has gone on 
to sell over two million copies worldwide. Rather rather than jump right into pro- 
ducing a sequel, Valve hired the team responsible for the Quake MOD Team 
Fortress, which they converted to Half-Life as Team Fortress Classic. They also 
started work on a sequel, which has become the ambitious (and also delayed) 
Team Fortress 2. Additionally, the Half-Life MOD Counter-strike has quick- 
ly become the most popular team-based online game, with thou- 
sands of people playing it 24-7. 

Valve has also teamed with Cisco Systems on PowerPlay, a set of 
standards for both software makers and Internet Service Providers 
designed to improve multiplayer gaming (think of it as the Internet 
equivalent of THX or the Good Housekeeping Seal of Approval). They’ve signed on 
a number of upper-tier developers and are looking to start testing this year. 

Valve has also continued to support Half-Life over a year after its release. They 
released a new patch in June that changed the underlying architecture of the 
game. They’re also planning on keeping the game fresh by releasing yet another 
version of the game that includes the best of the various MODs fans have created 
using Valve’s SDK (Software Development Kit), which is a series of tools and doc- 
umentation designed to assist the development process. 

In this interview, Valve’s Newell talks a bit about these issues and how MOD 
development may allow companies to test-market new gaming ideas without 
having to develop an entire game. 


With only one commercially released In general, Half-Life was far more successful 
game, Valve has been placed in the upper than any reasonable expectation for a first 
echelon of PC developers. game. At this point we've sold over two million 

| don’t really think you get to enter the copies worldwide, and are generating 400 mil- 
upper echelons of developers until you can lion player-minutes per month on the Internet. 


show that you can consistently produce high 
quality and innovative games. Hopefully we You’ve used that success and notoriety to 
aren’t going to end up the answer toatrivia | put together PowerPlay. Bottom line: What 


question a couple of years down the road. does it mean for gamers? Should people 

expect revolutionary changes, or will it just 
Are you at all surprised by the response to incrementally improve the online gameplay 
and success of Half-Life? experience? 


B6 


For a typical gamer, a whole bunch of com- 
panies are involved in creating the overall 
Internet entertainment experience. There are the 
hardware manufacturers of modems, access 
concentrators and routers. There are the service 
providers and backbone companies. There are 
the software companies doing the game client, 
the game server, the operating system, any 
device drivers or network protocols and sup- 
porting services. And so on. To date there has 
been little communication or cooperation 
between the various companies to make sure 
that gamers are getting a decent experience. 

PowerPlay will, hopefully, change that. The 
bottom line initially should be much smoother 
and more reliable gameplay. Over time there 
should be a wider range of benefits as the 
PowerPlay participants agree on issues beyond 
Quality of Service (QOS). 


Will the increased availability of broadband 
make it irrelevant? 

Broadband doesn’t really solve as much as 
you would think, as anyone can tell you who has 
bought a cable modem expecting gaming nir- 
vana, only to find out that their cable company 
has put 500 other people on their segment. 


This push toward improving online gaming 
brings up one question: Will you developer 
online-only games, or keep developing new 
single-player games with strong mealies 
components? 

We won't be focusing on online-only games. | 
don't really buy into this dichotomy between sin- 
gle player games and multiplayer games. Even 
now you can see hybrid styles emerging with 
Vampire The Masquerade and Neverwinter Nights 
with their storytelling modes that don’t fit a sim- 
ple single player versus deathmatch taxonomy. 

I'd love to work on an action-adventure 
samurai game designed for two to four people 


to play. 


Half-Life has consistently sold well since its 
release over a year ago, and you've shown 


tremendous support for the MOD communi- 
ty. Is there a causal relationship between 
the two things? 

| don’t know, yet. We will actually have a 
better idea after this holiday season, since we 
will be trying some things with the MODs to 


drive retail. 


lf there is a relationship between MODs and 
sales, how do you explain the success of 
games like RollerCoaster Tycoon or SimCity 
3000 that, while being completely differ- 
ent types of games, lack that ability? And 
there have been other MOD-friendly games 
t 
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gie-piayer games: 

Well, getting more of a game you didn’t like 
probably isn’t going to help sales. The ability to 
modify a game is helpful, but it can’t create the 
necessary critical mass in the online community 


so that worthwhile modifications are created. 


Counter-strike has proven wildly popular 


ar 


a 
and you've continued to update Half-Life 
and Team Fortress Classic in order to 
improve its online performance and add 
functionality to the base engine and tools to 
help MOD authors. At what point will it not 
be ee neuen to continue support for 
Half-Life? Can you adapt changes you’re 
making to Half-Life to future products? 

The latest update we've released contained 
the networking code and user interface toolkit 


that we'll be using for Team Fortress 2. The 


updates give us a good way of stabilizing and 
testing components before they get put into 
half a million boxes. 


With tools like the ones available in the SDK, 
will we reach a point where games can be 
created in months rather than years? 

We're actually going to release a MOD that 
Robin Walker, Steve Theodore and David Sawyer 
[of the original Team Fortress team] did ona 
very short schedule. Given the existing large 
base of Half-Life users, we can try out some- 
thing like this and get a really good idea if it’s 
worth pursuing a more ambitious implementa- 
tion. It’s a combination of technology and dis- 
tribution that let us test something effectively 
before all of the expense of a full retail product. 


Do you think the popularity of MODs could 
lead to companies putting less content in 
their own games, expecting the community 
to fill in some of the gaps? 

I'm pretty sure it doesn’t work that way. In 
order to get the community interested, you have 
to have a hugely popular game that creates a 
large enough fan base, server base, and so on. 
Saying to users “OK, you finish the game,” 
probably isn’t a good strategy. 


Does all of your work at creating these tools 
cost Valve a lot of development time? That 
is, are your games taking longer to create 
because you’re making them so modifiable? 

Yes, it takes a great deal of time and money 
to build and release development kits, 
Worldcraft, and so on. It’s been interesting to 
find out how many game companies are actual- 
ly using Worldcraft themselves, as they can’t 
get their management to fund their own tools 
development. 


Will Team Fortress 2 be the showcase game 
for PowerPlay? 
Hopefully. The other PowerPlay developers 


will no doubt have their own ways of taking 
advantage of PowerPlay. m 


“Hopefully we aren’t going to end up the answer to a trivia question 


a couple of years down the road.” 


—Gabe Newell 
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HOT TRACKS 


With NASCAR Heat, Hasbro and Monster 
Games set their sights on Papyrus 


by Michael Hicks 


he NASCAR racing scene is undergoing a 

tremendous upswing in popularity. Three 

new tracks—Las Vegas, California, and 

Texas—have been added in the past three 

years. Two additional tracks currently 

under construction, one in Kansas City 
and another outside of Chicago, will become 
part of the 2001 NASCAR Winston Cup season. 
Older tracks are rapidly increasing capacity to 
pack in thousands of additional fans. Over 100 
million viewers each year are watching NASCAR 
events from the comfort of their living rooms. 
The marketing and promotional blitz that creat- 
ed this explosive commercial growth has caught 
the attention of Hasbro Interactive, as it enters 
the PC racing arena with NASCAR Heat, scheduled 
for release this fall. 

Monster Games is the developer of NASCAR 
Heat; the company previously developed Viper 
Racing for Sierra, which is on the short list of 
racing games that successfully melded arcade 
gameplay with convincing handling physics. 
Monster Games intends to satisfy both the sim- 
ulation and the arcade crowds with NASCAR 
Heat, a lofty goal indeed, as many developers 
have crashed and burned attempting such pro- 
gramming feats. EA Sports failed to do it with 
NASCAR 2000, which appealed to casual race 
fans while turning off true simulation fanatics 
with it’s relaxed physics. Papyrus’ NASCAR 


Pit road and infield details are first rate. 


[above] Three wide at Bristol, now that’s 
Adaptive Al! 


Racing 3, considered the king of NASCAR simu- 
lations, is too much for those who just want to 
jump in and race competitively without being 
bothered with numerous car setups. Monster 
Games hopes to attract both camps by offering 
two entirely different race modes: Normal Mode 
and Expert Mode. 

Normal Mode incorporates relaxed physics 
to assist beginners or those who prefer not to 
mess around with multiple chassis settings. In 
fact, Normal Mode will not even allow access 
to the Garage menu. Normal Mode will also 
incorporate what Monster Games calls “adap- 
tive Al,” designed to keep you in the middle of 
the racing action as computer opponents 
dynamically adjust to match your skill level, 
eliminating the need for difficulty sliders. As 
you improve, so do your computer opponents. 
Once you find yourself continuously leading 
the pack in Normal mode, then it will be time 
to “move on Grasshopper,” flip the Expert 
switch and open yourself up to a whole new 
level of racing. 

Expert Mode will load up realistic physics code 
and open up full access to the garage menu, 
which has been designed by none other than 
Bobby Labonte, who is also the Chief Technical 
Advisor for the product. Bobby also tests each 
track and contributes his expert advice regarding 
the realism of handling physics or track details. 


Whether you choose Expert or Normal mode, 
options include Single Race or Championship 
Season, selections for opponent strength, race 
length, number of cars, flags, etc. Not satisfied 
with incorporating the typical Single Race or 
Championship Season gameplay modes, Monster 
Games is implementing two very interesting race 
types: Beat the Heat and Race the Pros. 

In Beat the Heat you race in 36 scenarios, each 
increasing in difficulty, each dropping you right 
in the middle of a challenging race event. 
Several will be based on real events; others will 
be designed and introduced by NASCAR Winston 
Cup drivers. 

For Race the Pro, Monster Games has recorded 
actual laps driven by Winston Cup drivers in the 
game, who will then challenge you to outrun the 
experts to the checkered flag. Being a fully 
licensed NASCAR product, Heat will include all of 
the tracks, (Daytona? Keep your fingers 
crossed!) sponsors and around 30 of today’s 
most popular drivers. 

Graphics look very sharp, at the highest set- 
tings cars can have up to 2,158 polygons. Color 
depth will be limited to 16-bit with resolutions 
up to 1024x768 and possibly higher. Damage 
modeling also looks very realistic at this point 
with vertex damage enabled. Expect to see parts 
flying, cars flipping, sparks, smoke, and flames 
when appropriate. 

Impressions while playing the alpha build are 
that Normal Mode is indeed relaxed, offering 
exaggerated grip while the Adaptive Al keeps the 
pack tight for fender to fender racing which 
Monster Games refers to as a Racing Experience. 
The Expert Mode is without question more faith- 
ful to real world physics that Monster Games 
refers to as a Driving Experience. Either way, the 
race for our minds and wallets will heat up this 
fall when Hasbro expects to release NASCAR Heat 
just ahead of Papyrus who is prepping NASCAR 4. 
If anyone can take the NASCAR racing cup from 
Papyrus, it’s the veteran programmers at Monster 
Games. We'll find out which game takes the 
checkered flag later this year. m 
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The New DOOM 


am not John Carmack. Funny story, though: at E3 this year, | was standing 


with our action games editor Ben Sones next to Tim Willits, checking out the 


Quake III Arena expansion pack. Some guy comes up to me, waits patiently 


for a minute, then taps me on the shoulder and says “John, right?” Now, | 


may have blonde hair that | wear tied back, and | may wear glasses, but that’s 


about as far as | resemble the famous programmer. If | were John Carmack, 


would | be wearing a press badge, asking one of my fellow employees about my 


own product? “Uh...yeah...Tim? | have a question about the renderer in Quake 


Ill...” Maybe | can go to John’s bank and they'll confuse me for him as well. 


No, I’m not John Carmack, and | don’t work 
at id Software. But just like everyone else, | 
have an opinion on the next DOOM game, 
recently announced to be id's next project. 
Anyone who has been playing games for some 
time knows that the 3D shooter has evolved 
quite a bit since the game that really pushed 
the genre into the spotlight. id is ina bit of a 
no-win situation with this one—if the new 
DOOM features lots of mindless action with 
some simple “press button/open door” puz- 
zles and a general goal of “find the red, yel- 
low, and blue keys” for each level, it simply 
won't stand up to our evolved expectations. If 
they strive to put in a little more story, plot, 
and world interaction, then they'll be criti- 
cized for not staying true to the original. 

To my mind, they'll create a much better 
“DOOM experience” if they learn from the 
lessons of Half-Life and make a game with a lit- 
tle character. Just as we never actually heard 
Gordon Freeman, we don’t need to have a set 
personality for the DOOM Marine. But let us talk 
with other Marines, and see them doing inter- 
esting things (like repairing some equipment, 
preparing weapons, etc.). | don’t to play 
another shooter where | walk into a room full of 
people who happen to be standing around in 


| 


one place, waiting to be spoken to. Don't these 
people have jobs? Create a believable environ- 
ment, and that will increase the tension and 
excitement that is the hallmark of DOOM. You 
could give a nod to the “old DOOM,” by way of 
a single level that features a goal of “find the 
red, yellow, and blue key.” 

| could rant forever about the way | think a 
new DOOM game should be designed, but this 
is primarily a hardware and technology col- 
umn. John Carmack has gone on record (again, 
I’m not him!) as saying that the new DOOM will 
feature all new technology, so here are my pre- 
dictions about what | think a few of the “New 
DOOM Engine” technologies are likely to be. 

Fully Dynamic Lighting: DOOM is all about 
fear, tension, atmosphere, and adrenaline. If 
you think some creepy environments can be 
made today with the static shadows a light- 
mapped environment affords us, just wait 
until you see what you can do with MOVING 
shadows. Light spilling out of opened door- 
ways, shadows stretching over the floor as 
strange creatures creep in the distance...| 
want to fight in a pitch-black room where 
every blast of my plasma gun makes shadows 
jump around on the wall. 

Skeletal Animation: You can’t do DOOM 


oo by Jason Cross 


without having some nice open areas with 50 
monsters to mow down, and that’s a memory 
hog. Skeletal animation reduces the memory 
requirements of models, and lets you do things 
like have plenty of custom animations (say, for 
the various tasks fellow Marines are performing 
when you talk to them to advance the plot). 

Dynamic LOD: If you're going to have 50 
creatures on the screen at once, you need to 
worry about polygons. You want a small num- 
ber of creatures up-close to look their best, but 
smoothly reduce the number of polygons as 
enemies increase in numbers, to keep the action 
smooth and fast. The current level-of-detail 
system in Quake III relies on swapping between 
three different models of varying detail—this 
would eat up too much memory for a DOOM 
game, and it doesn’t scale as smoothly as sys- 
tem that takes one detailed model and reduces 
its polygon count on the fly. 

3D Sound: It’s in Quake /// already, but it 
would be more important in DOOM. Who can 
forget the chilling feeling of hearing some ene- 
mies before ever seeing them? Hearing precisely 
where they're coming from (and verifying that 
you can’t see in there) would add a whole new 
dimension to that sensation. 

Texturing Advances: With a GeForce as the 
“baseline” for 3D hardware required to run the 
new DOOM game, we can assume that it will at 
least use lots of high-res textures made possible 
only via texture compression. Carmack might 
have even solved the problems needed to give 
us a world with fully unique textures. That's 
right...no textures repeating anywhere. 
Imagine that! It’s likely that bump mapping 
will be used as well, because it will be standard 
on all hardware by the time the game is 
released. With fully dynamic lighting and shad- 
ows, bump-mapping makes flat textures look 
like real materials 

For all the cool technology that the new 
DOOM game is sure to offer probably the 
most important thing the company can do is 
hire a writer. Even contract one out, if the 
idea of a permanent writer on staff seems 


excessive. Let's face it, every game develop- 
er on earth has what they think is a great 
idea for a plot, but that doesn’t give them 
the skill to write a meaningful chain of 
events or natural dialog. The only thing | 
worse than having the new DOOM be com- | 
pletely devoid of a plot or dialog would be | 
if they were as cheesy as what we find in . 
most shooters. Don't have an ego about this, | 
id. Know that the plot and character interac- | 
tion expected in a top-notch shooter for the | 
year 2001 isn’t something you've ever ! 
demonstrated that you can do. Hire a writer, 
you can afford it. w 


Q: I've been wondering about the ‘TV out’ 
feature some video cards have. What exactly 
does that allow you to do? Will it work with 
any TV? Does the TV replace your monitor, or 
is it a lot more complicated than that? Will it 
improve the performance or appearance of 
games? 

Dillon C. 


A: Most video cards with TV-out capability : 
have a connector that lets you plug your video 
card directly into the S-Video jack of your TV, if | 
it has one. Usually, a connector for composite 
video input is available as well. Exactly what 
happens from there depends a bit on your 
video card. For most, you are limited to using 
640x480 or 800x600 resolution when showing 
your display on a TV, and the refresh rate has to | 
be set to 60Hz (this is in order to sync up with 
television display standards). Some cards will 
show the picture on both your monitor and the 
TV at the same time, while others will only dis- 
play one or the other. 

Matrox’s G400 series is a little different—you 
can hook up two monitors at once with their 
cards, and one of them can be a TV if you so 
choose. The TV can display the same thing as 
your desktop, or a zoomed-in portion of it, or 
even extend your desktop. You can also display 
your TV and monitor at different resolutions 
and refresh rates. 

Games generally look much worse when dis- 
played through a conventional TV-out. The res- 
olution is limited, the picture isn’t as sharp, 
contrast isn’t as high, and small text can be 
pitifully hard to read. This is all a bigger detri- 
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Matrox's G400 Series offers more flexible ! 
TV-out options. | 
| 
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ment in some games than it is in others. The 
advantage is, the TV screen is usually much 
bigger than your monitor, which can be great if 
you want to use your PC to watch movies while 
sitting in a couch across the room. 


Q: Is it possible to take the hard drive from 
my current system and install it as the pri- 
mary drive in a new system I’m building 
without doing a reformat and reinstallation 
of Win98SE? 

Brandon F. 


A; About 90% of the time, you can do this 
and it works just fine. Sometimes you just 
put in the drive and the New Hardware 
Wizard will come up and install drivers for 
the new system, sometimes asking for your 
Windows CD in the process. You may have to 
manually install sound, video, or networking 
drivers, but it’s not as painful as starting 
from scratch. If this doesn’t work, you may 
have to boot the machine in safe mode, open 
the device manager, and remove everything 
listed under “system devices” one by one. 

The good news is that it costs you nothing 
but a little time to go ahead and try it. The 
worst-case scenario is that you'll have to re- 
install Windows, which is what the alterna- 
tive was anyway. 


Q: I've read repeatedly that it is a good 
idea to re-load Windows at least once a 
year ~ that it will significantly improve 
performance and so on. It seems like 
reloading overtop of the existing Windows 
doesn’t accomplish much and wiping it 
out and re-installing from scratch is too 
extreme. What am! missing? How do! 
get the benefits from re-loading Windows? 
George F. 


A: Re-loading Windows periodically can be a 
really great way to clean up some of the 
garbage that tends to collect in your system 
files after extended use, especially if you 
install and remove a lot of software. You're 
right that simply installing Windows over an 
existing installation will have only minor 
benefits—most of the junk you'd be trying to 
rid yourself of in the registry and system 
directory and such would remain. 

| personally do “spring cleaning” about 
once a year with my system. | back up all the 
data | need to keep like my contacts and 
saved game files and so on, as well as down- 
loading and saving to CD all the latest 
patches for the games |'m playing, and all 
the latest drivers for my video card, sound 
card, modem, etc. Then | completely refor- 
mat my drive, re-install Windows, run 
Windows Update to get it up to speed, and 
then re-install all my software and update 
my drivers. Yeah, it’s a big pain in the butt, 
but it really cleans out your system and can 
dramatically improve performance. More 
importantly, at least for me, is that this 
forces me to make some backups of my sen- 
sitive data, which | have a bad habit of 
putting off perpetually. = 


Pimopolis 


New AMD Processors — AMD announced 
at Computex that they have begun shipping 
the new budget priced Duron processor. The 
Duron processor processor is available at 
speeds of 700, 650 and 600MHz. The com- 
pany also announced new processors in their 
AMD Athlon line running at 1GHz, and 950, 
900, 850, 800 and 750MHz. The company 
said over the weekend that such companies 
as Compaq, Fujitsu-Siemens, Gateway, 
Hewlett-Packard Company, IBM and others 
plan to introduce systems featuring the new 
Athlon and Duron processors later this year. 


New Celerons Announced — intel 
recently introduced three new Intel Celeron 
processors running at 700, 667 and 633 
MHz. The Celeron processor is the company’s 
budget-priced processor for the sub $1000 
PC market. The new processors are available 
now in bulk to OEMs, VARs and PC manufac- 
turers. The new Celeron processor’s feature 
set includes Internet Streaming SIMD exten- 
sions (advanced microprocessor instructions 
which combine with faster CPU speeds to 
deliver a performance boost over previous 
versions, the same as those instructions in a 
Pentium Ill) and 128 KB of on-chip level-two 
cache along with a 66 MHz system bus. 


3dfx Settles STB Lawsuits — 3dfx 
announced that they have (at least in con- 
cept) entered into a “memorandum of 
understanding” with plaintiffs to settle three 
related shareholder class action lawsuits 
against STB Systems, Inc. and certain of its 
officers and directors. STB was acquired by 
3dfx last May. The settlement, which is sub- 
ject to final documentation and Court 
approval, does not reflect any admission of 
liability by STB, according to 3dfx. The prin- 
cipal terms of the agreement call for a settle- 
ment fund consisting of $4.7 million to be 
paid by insurance. 


Immersion and Guillemot Deal — 
Immersion announced a licensing agreement 
with Guillemot. Under the terms of the 
agreement Immersion will provide its 
Touchsense technology to Guillemot for use 
in the company’s Thrustmaster joystick 
product line. New products to come to light 
as a result of this deal include a force-feed- 
back game pad, steering wheel and joystick. 
These products will ship in the fourth quarter 
of 2000. 


New Intel Plant in Isreal — intel is 
seeking financing to open a second 
microchip plant in Israel. The company will 
spend around 2 billion dollars. It will 
finance the new plant through a variety of 
investments and government aid pro- 
grams, the report said. The company is still 
in the early phases of financing the plant, 
and the government has not guaranteed 
that they will help the company with aid 
or tax breaks - two key elements being 
sought by Intel. In 1999 Intel opened a 
plant in southern Israel which builds 0.18 
micron processors. We’ll have more infor- 
mation on this story as it develops. = 
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ne of the benefits of having a company like 


NVIDIA making a particular chip and refer- 

ence design for a graphics card—but leav- 
ing the actual production and distribution of 
cards based on that design to other compa- 
nies—is strong price competition among those 
companies. When half a dozen or more compa- 
nies sell almost exactly the same thing, the only 
way they can earn the consumer's dollar is to 
offer it at a lower price or offer features or ben- 
efits the other guys don’t, which of course ben- 
efits consumers. 

The downside is that if you're the Hardware 
Editor for a major games publication, you have 
to find a way to write the exact same review a 
dozen times and try to make it sound different. 
Well this Hardware Editor is about to give up. 
ELSA’s latest GeForce2 card is pretty much 
exactly the same as all the others. No, that’s not 
at all a bad thing. In fact, it’s quite excellent. 
The GeForce2 is a phenomenal video card, and 
ELSA’s is certainly no worse than anyone else’s. 
Beyond that, there's not a whole lot to say. 


A GeForce2 By Any Other Name 

In the past, ELSA was a little late to market with 
its video cards, and often costing a little bit 
more than some of its competitors’ cards. This is 
because ELSA would stray from the chip manu- 
facturer’s reference design a bit, making some 


tweaks and improvements where it saw room for 


improvement. Apparently ELSA decided that 
with a 6-month lifespan on most video cards 
these days, sacrificing those first few weeks of 
sales just isn’t worth it. Either that, or the 
GeForce2 reference design is just so solid that 
there’s not a lot of room for improvement. 


CG VidMark: 


We ran benchmarks on an 800Mhz Athlon with 128MB running Windows 98 SE. The Baseline 


Yes, it looks just like a video card. Imagine that! 


Maybe it’s a little bit of both. Either way, ELSA 
was first out of the gate with a GeForce2 card— 
the ELSA Gladiac is a 32MB offering that 
appeared first on the shelves at a whopping 
$349. It’s only been a few weeks since the card 
went on sale, but the price has already dropped 
to $329; it’s a more reasonable price point, but 
still a bit on the pricey side. As with most video 
cards, a little online price-shopping can save 
you a few bucks. 

For features, you won't find anything in 
ELSA’s product that you don’t find in all the 
other GeForce2 based video cards. They all use 
166MHz DDR RAM, they all run the GeForce2 chip 
at 200MHz, and they all have exactly the same 
rendering features—hardware transformation 
and lighting support, per-pixel shading effects 
like dot-product bump mapping, texture com- 
pression, a 1.6 gigatexel fill rate (theoretically), 
and so on. Like other GeForce2 based cards, full 
scene anti-aliasing is listed as an option, but it 
doesn't work really well in the current drivers. 


card was a GeForce DDR with NVIDIA reference 3.68 drivers. For full information about CG 


Baseline (GeForce D | 


Gladiac 


Baseline (G 


Vidmark, head to www.cdmag.com/information/cgvidmark.html. 


Who comes up with these names, anyway? 


Speaking of drivers, ELSA has kept with its 
recent tradition of offering a bit more flexibility 
and control in its drivers. The drivers install a 
small tool-tray application (which is easily 
removed) that makes it easier to get to the 
video properties sheets, where ELSA gives you 
fine control over refresh rates and color control 
as well as all the standard Direct3D and OpenGL 
tweaks. Curiously absent is any sort of over- 
clocking panel, which has probably been omit- 
ted for the sake of WHQL certification. 


GeForce2 = Good 

Sure, the Gladiac is just another reference- 
model 32MB GeForce2 card. Like so many other 
GeForce2 offerings, there isn't really a software 
bundle. The card is wickedly fast and really 
quite stable—no video card is without its com- 
patibility problems these days, but GeForce2 
cards have fared better than most and the 
Gladiac is no exception. The good news is that 
the price dropped very quickly after release, 
now at a more reasonable $329. Just like all the 
other GeForce2 cards on the market, this is one 
of the fastest and most full-featured cards 
money can buy. The bad news is, no matter 
how good a video card is, $329 is a lot of money 
to spend when you know that something better 
is surely just around the corner. 

Why buy ELSA’s GeForce2 card over a com- 
petitor's? There's really no compelling reason to 
either favor or avoid the Gladiac. ELSA has been 
quick about driver releases thus far, already 


| releasing updated drivers based on NVIDIA's 


5.22 reference drivers, but then Creative Labs is 
doing much the same thing with their new 
“FastTrax’ drivers. Though there's nothing 
unique about the Gladiac, it’s a stock GeForce2 


| card for $329, and that’s an excellent product 


any way you slice it. —/ason Cross 


High Res 


Gladiac 


3D Prophet II GTS 64MB 


ver $400 for a video card? You better 

believe it...with the extremely costly DDR 

RAM used in GeForce2 cards, making a 
64MB version isn’t exactly cheap. Toss in TV-out 
and a DVI connector for digital flat panel moni- 
tors, and consider the high price of the very 
complex GeForce2 chip itself, and it’s easy to 
see where $420 goes. The big question is, “is it 
worth it?” Most of our readers have expressed 
serious sticker-shock at the $350 average price 
of 32MB GeForce2 cards. Does spending another 
$60-70 for twice the memory make enough of a 
difference to warrant the price? 


The Cost of Bragging Rights 

What you're paying for when you shell out $420 
(plus tax) for the 64MB version of the 3D 
Prophet Il, essentially, is the right to brag about 
having the most impressive video card on the 
block. The 3D Prophet I] GTS 64MB not only has 
one of the more protracted names of any recent 
video card, but it’s got just about every do-dad 
and buzzword in the 3D marketplace. GeForce2 
cards are the most feature-complete cards 
around, and this one is no exception. It’s got 
four pixel pipelines that each apply two textures 
at a time for some serious fill-rate. It has a 
hardware transformation and lighting engine 
that's almost twice as fast as that in the original 
GeForce. It supports texture compression, dot- 
product bump mapping, cube environment 
mapping, and so on. Just about the only thing 
missing from the GeForce2 feature list is 
Environment Bump Mapping. Though there are 
claims that GeForce2 cards support full scene 
anti-aliasing, it really only works well ina 
handful of titles with the current drivers—NVIDIA 


CG VidMark: | 


It’s great and all that, but over $400? 
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Like the regular 3D Prophet II, but twice the memory and a DVI connector. 


says they're working on performance and com- 
patibility of this feature and we'll see improved 
FSAA soon. Beyond that, the drivers for most 
GeForce2 cards are among the more stable out 
there, Guillemot’s included. 

The 64MB 3D Prophet II takes this incredibly 
rich feature set and couples it with TV-out 
capability and a digital video interface (DVI) 
connector. The TV-out is of the same quality as 
most video cards these days, which is adequate 
for many games but not good enough for nor- 
mal everyday web surfing or e-mail, or for 
games with a significant amount of text. The 
DVI connector is a nice addition for those with 
digital flat-panel monitors, as most 32MB 
GeForce2 cards don’t include one. 

Really, though, that’s all you get. Sure, the 
card has 64MB instead of 32MB and the TV-out 
and DVI connector might be useful, but the 
vast majority of games don’t make use of that 
additional memory. You can find a few limited 
situations where games run faster at high reso- 
lutions with 64MB, and this speed boost does 


We ran benchmarks on an 800Mhz Athlon with 128MB running Windows 98 SE. The Baseline 
card was a GeForce DDR with NVIDIA reference 3.68 drivers. For full information about CG 
Vidmark, head to www.cdmag.com/information/cgvidmark. html. 
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3D Prophet II | 4 
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improve the card's high-res CG VidMark scores 
a bit, but those times when 64MB is signifi- 
cantly different from 32MB are few and far 
between. If Guillemot really wanted to give 
users something to spend another $70 on, they 
would have stuck with 32MB and used even 
faster DDR RAM than the standard 166MHz 
variety found on all GeForce2 cards. This would 
have helped alleviate the memory bottleneck 
that limits the card’s speed, giving a perfor- 
mance boost in almost all situations. 


How Good Does it Have to Be? 

Exactly how good does a video card have to 
be to justify spending over $400? For most 
people, spending that kind of money has to 
come with an assurance that the video card 
you re buying is going to last longer than 
the ones that cost $100 less. The only real 
way to do that is to offer more speed and 
features, and simply doubling the RAM ona 
GeForce2 card doesn't really do that. In most 
cases, the speed of a GeForcez is limited by 
the speed of the RAM, not the amount of it. 
It’s not like you don’t get anything for the 
extra money—the DVI connector makes this a 
high-end option for those with digital flat- 
panel monitors and there are a few circum- 
stances where 64MB of memory will make a 
noticeable difference. 

But the truth is, spending over $400 on 
something that is going to be surpassed in 
both speed and features within six months’ 
time seems like a waste. Sure, every video 
card gets to be old news fast, but there’s lit- 
tle reason to spend so much extra money for 
a feature with questionable benefits. If you’re 
one of those “money is no object” gamers, 
this is your card. You'll have the video card 
bragging rights—for the next few months, 
anyway. —J/ason Cross 
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nyPoint 1.6Mbps Wireless Network 


Untethered network gaming 


f you have two or more computers at home 

that you want to network and they’re in 

different rooms, you'll definitely see the 
attraction of a wireless network. No stringing 
CAT5 network cable through the ceiling or 
drilling holes necessary—just plug the 
adapters in and you're connected. Wireless 
networks are especially attractive if you own a 
notebook—online Half-Life Counterstrike by 
the swimming pool, anyone? 

Intel has entered into the wireless network- 
ing arena with its AnyPoint Home Network 
solution, which is available in both USB (for 
desktops) and PC Card (for notebooks) ver- 
sions. With street prices just over $100 per 
card, you'll definitely pay more for the con- 
venience, but when wired networks aren't 
viable, it’s worth the outlay. Performance is 
rated at 1.6Mbps, far slower than traditional 
networks, but plenty fast enough for lag-free 
gaming, or sharing a DSL, Cable, or modem 
Internet connection. 

Installation is as easy as it can be—you'll 
never have to look at the Network 
Neighborhood control panel, as all protocols are 


Saitek X36 Digital 
Flight Control System 


configured automatically. The USB model is a 
weird-looking miniature tower with a long 
cable that you can set on a high point of your 
desk. Less well designed is the PC Card version, 
which includes an external wired antenna that 
attaches to your laptop screen. The wire is frag- 
ile, and if your PC card slots are close to the 
front of the notebook you may find it too short 
for optimal antenna placement. 

Functionally, the cards yield mixed results. 
We had no problems using the AnyPoint setup 
for local multiplayer gaming, with two desktop 
units in nearby rooms and a notebook on the 
deck behind the house. Internet sharing was 
another matter—the Internet sharing software 
would often lose connection with the host, 
requiring a reboot of the host PC to reestablish 
the connection. Oddly, the same problem 
occurred when we tried the third-party A// 
Aboard sharing product. 

For LAN gaming and (somewhat slow) file 
sharing, the AllAboard network was a fine per- 
former. At this point, however, we're unable to 
recommend it for sharing an Internet connec- 
tion for gaming or browsing. —Denny Atkin 


he original X36 was a decent HOTAS (hands 

on throttle and stick) setup with one big 

hassle—the need to send codes through the 
keyboard port. With this version’s digital USB 
update, that’s no longer an issue. Add the 
Saitek Gaming Extensions software (basically a 
programming/ editing interface that becomes 
part of Windows Explorer) and you have a sys- 
tem that is theoretically capable of being pro- 
grammed to your heart’s desire. 

That's “theoretical” because in reality the SGE 
software needs better documentation and cre- 
ating profiles becomes daunting for anyone but 
an experienced tweaker. Of course, you can 
always use the profile wizard to import configu- 
rations or use the software's ready-made pro- 
files. The difficulty of actually creating and 
editing programs aside, the gaming extensions 
do allow for every little button, knob, and 
switch to be assigned a function (and the X36 
comes equipped with a host of buttons, knobs, 
and switches). 

For example, you can program mouse move- 
ment control to one of the hats, and there is 
even a two-way switch that can act as rudder 
pedals—a needed feature since separate game- 


port rudder pedals do not work with the X36 
(hopefully Saitek will develop a USB rudder 
pedal system soon). Of course, many of us 
don't’w ant to personalize every stick and 
throttle function, so it’s fortunate that the X36 
works fine right out of the box as a DirectInput 
device with 25 buttons, six axes, and an eight- 
way hat. One nice feature is the ability to tight- 
en the throttle friction key so you can leave the 
throttle at any position—very handy for main- 
taining a steady speed during difficult 
approaches or landings. 

The X36 Digital offers a hefty-sized stick with 
that unique (and superfluous) hand-guard and 
a large throttle that’s a bit awkward for small 
hands. Installation is a breeze—install the soft- 
ware and then plug the stick in (one of the ben- 
efits of USB and plug ‘n play). Windows 98 
configures the controllers, automatically sets it 
up, and you’re ready to rock. 

All in all, it’s an excellent update for the ven- 
erable X36 that gives the “big boys” at 
Thrustmaster and CH some competition—and at 
$99, it’s an excellent bargain that both HOTAS 
newbies and experienced sim pilots can appre- 
ciate. —Bill Hiles 
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This is the easiest-to-configure network adapter 
we've encountered yet. 


Saitek X36 Goes Digital 


You are the last line of defense against an 
overwhelming enemy assault. Blast away at land, 
sea and air forces as they rush you from every 
direction. Clear the beach, defend your post and 
pray that the supply plane comes in time! 


IT AIN’T NO BEACH PARTY! 
e Aim in on landing troops, helicopters, tanks, grenades, 


jet fighters, bombers and more! 


¢ In your face hardcore photo-realistic 3D action! 


¢ Wave after wave of intense enemy assaults! 


AVAILABLE NOW! 


©2000 Digital Fusion, Inc. All rights reserved. Published and distributed by WizardWorks, an Infogrames Inc. company. All other trademarks and registered trademarks are the property of their respective owners. 
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Opening the Ex Files 


Lots of freedom, interesting plot, real- 
ly long. 


Environments like this Hong Kong temple are rich and full of atmosphere. 
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Poor Direct3D performance, inconsis- 
tent Al 


[left] You can talk to anyone, not just critical NPCs, and get unique responses. 


Why isn’t the future ever sunny? The near-future setting of Deus Ex—the first title 
from the Austin-based division of lon Storm—is dark indeed. The world is a 
never-ending night fraught with problems: plague, terrorists, and enough gov- 
ernment and paramilitary group conspiracies to give Fox Mulder an aneurysm. 


THE BUZZ oe 


“I'm not sure what planet you guys are living on, but to me so far this is 


s |.C. Denton, special agent for 

the United Nations Anti- 

Terrorist Coalition (UNATCO 
for short), you enter the game 
fresh from the academy and 
already have your work cut out for 
you. No sooner do you arrive at 
UNATCO headquarters on Liberty 
Island than you have to deal with 
terrorists who've occupied the 
bombed-out remains of the statue 
of liberty. This shouldn't be much 
of a challenge for you, since 
you re second only to your brother 
Paul in the pool of a new breed of 
agents. While other UNATCO 
agents might have cybernetic 
augmentations of the standard 
“metal, wires, and servos” kind, 
your blood swims with the pulse of 
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THE 
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MB RAM, 150 MB hard drive space, 
DirectX 7.0a compliant 3D card 


millions of nanites. These micro- 
scopic machines and your special 
training give you powers beyond 
those of normal men. Thus begins 
a 3D first-person game that begs 
comparison to such critically 
acclaimed titles as System Shock 2 
and Thief, and with good reason. 
Deus Ex’s gameplay is very evoca- 
tive of those titles, all of which owe 
something to the vision of produc- 
er Warren Spector. 


A Game of Choices 

Deus Ex is more than anything else 
a game of choices. At its heart it’s 
an RPG, and that means improving 
your abilities with experience, 
steadily improving your equip- 
ment, and taking a more cerebral 
(rather than reflexive) approach to 
problem-solving. Guns and explo- 
sives dominate the game's setting, 
so there is plenty of action; even 
so, this is definitely not a game for 
those looking to scratch their 
“twitchy reflex” itch. Shooting 
isn't about dodging rockets and 
bullets, or leaping and running 
around your enemies with your 
finger on the trigger. In fact, the 
game forces a bit less spastic play 
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game of the year material both in its class and overall.” 


Hacking security computers to 
access cameras and guns is 
great fun. 


—Chris D. 


a ee ee re a eee fare cree ree tin! fvarga eel pA al eh i, a li aah eae fe a he le a ee le a 


“I find I’m very sucked into the game, because | can play itanyway _ 
| want. | can make choices and see the outcome of those choices. | _ 


love it!” 


by reducing your accuracy when 
you move, and steadily increasing 
it when you stand still. This, com- 
bined with the deadly nature of 
most enemies’ attacks, means that 
successful combat in Deus Ex 
depends on your performance in 
relatively small fights, where you 
get the jump on your opponents, 
and use whatever tactical advan- 
tages your environment affords 
you. Circle strafing and rocket- 
jumping are not options here. 

You don't really have to be 
much of a gunslinger to do well in 
the game, though. Just about 
every situation has several solu- 
tions. In fact, the freedom you 
have to come up with creative 
solutions is unsurpassed. Here’s an 
example of a typical Deus Ex prob- 
lem: a couple of soldiers guard a 
locked door with an electronic 


—Douglas Peterson 


keypad, and you need to get into 
that room to complete a mission 
objective. There’s a security cam- 
era and automated turret nearby, 
and a big security bot that will 
rather quickly turn you into Swiss 
cheese trundles by every minute or 
so. A simple shooter would have 
you run in, guns blazing, taking 
out everything in sight, and you 
can certainly do that if you choose 
to. But you can also pick the lock 
on the door to the security termi- 
nal nearby, use a stolen code or 
hack into the security system, and 
turn off the security camera while 
you turn the automated turret 
against the guards, killing them 
by remote. You could toss a 
scrambler grenade at the security 
bot as it passes, making it fight for 
you for awhile and let it take out 
the guards. You could wait for 


Perform tasks out of order and the game keeps up. 


everyone to group together and 
toss a grenade at them. You could 
throw an object off to the side to 
distract the guards while you 
sneak by. Once you've made it to 
the door, you could either use the 
code you stole from a computer 
terminal or disable the electronic 
lock with your electronic multi- 
tool. Oh, and if you find your way 
into the ventilation system, you 
could crawl in through the floor 
and avoid the hassle completely. 
Other games have striven to 
offer multiple solutions to every 
situation, often with limited suc- 
cess. This time it’s been done 
right: what you do and how you 
do it are almost always entirely up 
to you, and the game responds 
accordingly. Even what you say to 
NPCs makes a difference. Tell 
someone what he wants to hear, 
and you may get that security 
code or computer password you 
were looking for. Say the wrong 
thing to the wrong person, and 
you'll have to find another way to 
get what you're after. You might 
even tick off some people enough 
to make them fight you. It’s amaz- 
ing how the game tracks your 
actions and works them into peo- 
ples conversations. 
Accomplishing one optional objec- 
tive (of which there are many) will 
often lead to others when you talk 
to a certain NPC. Skip it, and that 
part of the conversation just won’t 
happen. You'll want to speak with 
most NPCs multiple times, since 
they often have more information 
than is covered in the initial con- 
versation. With the multitude of 
tasks and objectives in most mis- 
sions, it’s nice that you can usually 
perform them in any order. The 
plot is definitely linear, but each 
of the missions has parts that can 


be addressed however you see fit. 
Fortunately, the game encourages 
exploration and taking on option- 
al tasks. You earn skill points not 
only for accomplishing main mis- 
sion goals, but also for finding 
new areas, performing certain 
feats of skill, digging up new 
information, etc. 

The list of possible solutions to 
problems expands even further 


Duke Nukem, eat your heart out. 


when you consider the number of 
usable objects in the world. Every 
map is loaded with “stuff,” most 
of which can be picked up, 
pushed, destroyed, or manipulat- 
ed. Don’t want to waste explosives 
to take out that robot? Activate 
your strength augmentation and 
carry a 50-gallon drum of fuel 
into its patrol route, then sit far 
away with a sniper rifle to blow it 
to kingdom come when it walks 
by. Automated turret giving you 
trouble? Shove a large metal crate 
in front of it to block the bullets. 


A soda machine conspiracy? No, just a 


Since multiple solutions require 
different skill sets, Deus Ex offers a 
greater variety than those in many 
other games. There are 11 skills, 
each of which can be upgraded to 
a maximum level of four with skill 
points earned by accomplishing 
mission objectives. If you want to 
shoot everything on sight, improve 
your weapon skills. If you want to 
avoid enemies, you'll need lock 


picking and electronics skills. 
Want to be a computer hacker and 
steal all your info? Not a problem. 
While it might pay to specialize, 
eventually you'll come across a 
situation you re not prepared for 
(not enough ammo to fight it out, 
not enough lock picks to sneak in, 
etc.). With so many ways to deal 
with the challenges you come 
across, improving a broad range 
of skills can come in handy, and 
regardless of how you want to 
play the game, you are likely to 
need a reasonable hacking skill. 


little foreshadowing. 


In addition to these 11 skills, 
each of which adjusts your abilities 
enough to drastically change the 
way you overcome your obstacles, 
you'll encounter conversations 
where your responses actually 
make a difference. You have a 
horde of specialty equipment and 
an environment chock-full of 
usable items. Not enough choices? 
Let’s not forget that you're a 
cyborg of sorts. As you find aug- 
mentation canisters throughout 
your adventures, you'll fill nine 
empty “slots” (eyes, chest, arms, 
legs, etc.) to give you special 
powers and abilities. Each of these 
Canisters gives you a choice of two 
different augmentations for that 
specific slot, and each one of those 
can be upgraded up to four levels 
by finding augmentation upgrade 
canisters. J.C. Denton’s growth can 
progress in so many different ways 
and every task, from overall 
objectives to individual obstacles, 
can be overcome by so many 
means that a thousand people 
could get in a room together and 
discuss how they played and a 
thousand different stories would 
emerge. Decision making so thor- 
oughly permeates Deus Ex that 
there are even three different solu- 
tions in the grand finale, each of 
which delivers a different ending. 


A Dark World, 

An Unreal World 

The fictional future that is the 
backdrop for Deus Ex’s story is 
very dark. Its global themes 
involve oppression, tyranny, and 
unseen forces plotting to control 
mankind. }.C. has to personally 
wrestle with conflicting informa- 
tion that makes him question who 
to trust, whom to work for, and 
which faction is doing the right 
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thing. Nothing is clear-cut or quite 
as obvious as it seems. The reason- 
ing behind the conspiracy theory 
strikes home more than once if 
you're the least bit untrusting of 
your government or the corporate 
elite—and who doesn't raise his 
eyebrow at least a little when 
hearing about the latest scam of 
some congressional lobbying 
group? Despite being a little over- 
the-top at times, the story keeps 
you engrossed and you'll be anx- 
ious to hack into just one more 
computer or read just one more 
data-cube, simply for the chance 
to find out who's pulling the 
strings of the giant web you're 
caught in. You'll keep playing for 
quite some time, too. There are 
about 15 “missions,” each of which 
is comprised of several maps, 
many of which are quite large. If 
you spend your time exploring 
and take on most of the side- 
quests, you'll likely spend 30 or 
more hours finishing the game. 
The plot twists and turns its way 
to the finale via scripted dialogue 
and com-link transmissions, and 
most of these communications are 
pretty good. Writing and voice 
acting are usually above par for a 
computer game, though some of 
the accents are a bit cheesy. 
Unfortunately, much of it comes 
off a little lifeless. Your character is 
deliberately monotone, cold and 
dispassionate. Other characters 
show a bit more life, but they 
stand around like pillars when 
speaking, occasionally throwing in 
a small random move of the arm. It 
helps that the characters are quite 


Yikes...good thing they’re on your side. 


varied, with different faces, acces- 
sories, and textures mixed and 
matched to form a wide variety of 
different-looking people. The ani- 
mation for most of the characters’ 
actions as they roam the world is 
good enough, but a little more 
expression and variety in the con- 
versations would have been a big 
help. At least people turn their 
heads to look at the person to 
whom they're speaking, and their 
mouths sync with the speech. 

If Deus Ex’s setting seems dark, 
that’s nothing compared to the 
graphics. The entire game takes 
place at night (which seems to fol- 
low you around the world as you 
visit New York, Hong Kong, 
Paris...). This is an intentional aes- 
thetic that works well within the 
context of the plot. However, ina 
game where exploration is so 
vitally important, it would be nice 
to see a little more clearly—even 
when you crank up the brightness, 
useful objects tend to get lost in 
shadows too often. Some of the 
maps are well-lit corporate build- 
ings, which offer a refreshing 
change of pace from running 
around with your flashlight aug- 
mentation on all the time. 

This dark world is built using the 
Unreal engine, which is certainly 
capable of delivering visuals that 
meet or exceed what we re used to 
seeing in modern RPGs and shoot- 
ers. Unfortunately, this comes with 
a significant caveat: Deus Ex is 
heavily biased toward Glide. If you 
have a 3dfx brand video card, the 
game runs quite well even ona 
modest 400Mhz machine. If you've 


“The same thing we do every night, Pinky...try to take over the world!” 


got another brand and have to run 
the game through Direct3D, it’s 
significantly slower. Driver updates 
have alleviated the problem for 
some, but it’s still necessary to turn 
down the detail settings on even 
the fastest machines to keep the 
frame rate smooth, especially in 
high-action scenes or crowded 
places with lots of colored lighting, 
like the nightclub in Hong Kong. 
Disappointing Direct3D perfor- 
mance is probably the biggest 
technical glitch in an otherwise 
impressively stable game. Most 
games that try to offer half of Deus 
Ex’s freedom to do things “your 
way” end up with lots of situations 
where doing the wrong thing at the 
wrong time ends up breaking the 
game—the plot won't advance, a 
crucial person or item won't be 
there, and so on. Amazingly 
enough, nothing of the sort ever 
seems to happen here. 


Less of a System, 

More of a World 

The net result of the amazing free- 
dom you have to do things your 
way is a greater sense of accom- 
plishment than most games offer. 
Break out of the holding facility in 
some other game, and you feel 
good that you beat an arbitrary 
game system—linear traps with 
predetermined solutions set up by 
a designer. Your skill as a game 
player got you there. Do the same 
in Deus Ex, and you feel like it was 
much more than that. Finding a 
unique and creative way to elimi- 
nate or avoid your obstacle does- 
n't feel as much like you were 
playing within some predeter- 
mined system, with only your 
game-playing skill to rely on. In 
this game, you've got to make a 
decision, a personal choice, and 
then have the skill to pull it off. 
Being in charge of both making 
the plan and executing it is 
tremendously rewarding. Such an 
open, free game world is actually 
a bit daunting at first. As gamers, 
we ve been trained to work within 
confined systems for so long that 
when presented with so many 
options, we tend to only see the 
obvious solution. Deus Ex often 
seems too hard until you realize 
you re just not “thinking outside 
the box.” If you continually die 
trying to accomplish something, a 
quick look around your environ- 
ment and inventory for creative 
inspiration will often lead to a 
solution that works far better than 
the obvious thing. 

The same sense of accomplish- 
ment and freedom is what made 
other Warren Spector games like 
System Shock and Ultima 
Underworld, and those he influ- 
enced like Thief and System Shock 
2, 80 much fun. Deus Ex is more 
than similar to the games in that 
list—you could consider it a sequel 
to any one of them. Though the 


other designer credited for his 
work on Underworld and Shock, 


Doug Church, had little to do with 


Deus Ex, it’s a game he would 
probably be proud of. The only 


real difference between these clas- 


sics and Warren’s latest is that 
Deus Ex adds another layer of 


complexity, and prominently fea- 


tures dialogue (which was only 
really seen in the Ultima 
Underworld games, and then 
somewhat sparingly). 

The creature Al is perhaps the 


most interesting of the components 


that make this game less like a 
“closed system” and more like an 
open world. It is generally quite 
good, with various human troops, 


robots, and animals all acting dif- 


ferently. Listening to them search 
an area when they hear a noise is 


an experience straight out of Thief, 
and crawling silently past a patrol 
route is just as much fun as in that 
game. There are a few inconsisten- 
cies, though. Shoot a guard from a 
mile away with the sniper rifle, and 


he somehow immediately knows 
exactly where you’re hidden 
crouched in the shadows, and 
comes running with his friends 


In the future, everything is owned by Microsoft. 


(assuming you didn’t take him out 
in one shot). On the other hand, 
you can usually leave a dead body 
lying right in the middle of a room 
without fear of it arousing suspi- 
cion, as most people simply won't 
notice it. Sometimes, however, 
they do, and the frequency with 
which this happens seems to vary 
from level to level. Creating the Al 
for a game like this is definitely a 
big challenge. There are different 
hostile and non-hostile NPCs that 
sometimes stand guard, some- 
times patrol a route, and some- 
times go about their daily busi- 
ness. They ve got to fight well, or 
act scared and run away, or sound 
the alarm, or fight to the death, 
and so on. When all is said and 
done, the Al is there to present 
specific challenges and needs only 
to have reactions that are dynamic 
enough not to feel totally scripted 
but predictable enough to get an 
idea about whether or not some 
cockamamie scheme you’ve 
cooked up is going to work. To 
this end, the Al is effective and 
while it could use a few improve- 
ments here and there, it’s good 
enough to keep the game fun. 


These guys have all kinds of cool equipment. 


A Very Warren 

Spector Game 

If you can't tell by now, Deus Ex is 
a very Warren Spector” game. 
Gamers familiar with his past 
design work will see parallels to 
other games he’s worked on all 
over the place, even down to the 
acquisition of a light saber-like 
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other games haven't done before. 
It's just a little more refined this 
time around. It's not hard to imag- 
ine that someone will eventually 
make a “Warren Spector/Doug 
Church style game” with a world 
simulation so complex that you'll 
have complete freedom to do 
absolutely anything you want ina 
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Wow...gas prices are much lower in the future. 


weapon and a rogue Al that whis- 
pers orders in your ear. Though 
the game’s lead designer was 
actually Harvey Smith, with 
Warren Spector in a production 
role, it definitely has his touch. As 
with many of Warren’s other 
games, Deus Ex is definitely not 
something ‘for everyone.” You 
either enjoy a thoughtful mix of 
role-playing, action, adventure, 
and tactical strategy, or you prefer 
something that can be pigeon- 
holed a little more easily, some- 
thing more “pure.” 

Deus Ex doesn't offer anything 
particularly innovative or revolu- 
tionary. It doesn't do anything that 


realistic and believable fashion. 
Until that day, Deus Ex is the clos- 
est thing we've seen. Despite a few 
small complaints about inconsis- 
tent Al or disappointing Direct3D 
performance, this is a tremendous- 
ly entertaining game. You'll tell 
your friends stories about how you 
got past certain areas, clue them in 
to secrets you've found, and brag 
about how cool your fully-aug- 
mented agent is. When it’s all 
done, you might even find yourself 
playing again, just to build a dif- 
ferent J.C. Denton and tackle things 
differently. If Daikatana has you 
laughing at lon Storm, take a look 
at Deus Ex. —Jason Cross 
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Crayven Terradynes defending a pass. 
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ame genre classifications, 

which are the great crutch of 

PR departments and retail 
managers everywhere, are proving 
less and less effective. True, games 
such as Quake /// can be summed 
up handily with “first-person 
shooter,” and nobody would dis- 
pute that Lemmings fits under 
“puzzle.” But the industry's persis- 
tent use of the phrase “real-time 
strategy’ is deceptive—in many 
cases, that label is as artificial as 
the creamy center of a Hostess 
Twinkie. 

Calling Ground Control a real- 
time strategy game is at once 
appropriate and wide of the 
mark. Sierra’s latest title takes 
“real-time” to the extreme, creat- 
ing a challenging combat experi- 
ence that can be regarded as 
either exhilarating or frustrating, 
depending on your predisposi- 
tion. On the other hand, there is 
little true “strategy” in the game. 
In a continuum marked by “strat- 
egy” at one end and “tactics” at 
the other, Ground Control resides 
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An Order Dropship heads out. 
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“real-time 3D sci-fi tactical strategy” a genre? 


almost completely at the tactical 
end. It has only a few slight nods 
to the “strategy” side, such as 
being able to pick and outfit your 
unit types prior to a mission. With 
no resource collection or unit 
production, the point of Ground 
Control is to complete mission 
objectives using a fixed number 
of squadrons. Orders are given at 
the squadron level, and your 
command choices are limited to 
setting formations, directing tar- 
geting, telling squadrons when to 
use special weaponry and abili- 
ties, and—most importantly— 
coordinating maneuvers to bring 
maximum firepower to bear on 
weaknesses in enemy armor with- 
out exposing your troops to 
friendly fire. This is an armchair 
galactic general's adrenaline- 
flushed fever dream. 

As a tactical exercise, Ground 
Control is phenomenal, creating a 
sense of realism and of bonding 
with your units that is rare in RTS | 
gaming, and this realism is aug- 
mented by outstanding 3D graph- 
ics and sound. For some gamers, 
Ground Control's strengths will be 
its drawbacks: the difficulty of 
many missions in the two cam- 
paigns is high, and because you 
cannot reinforce and there are no 
in-mission saves, you are com- 
pelled to execute perfectly or | 
begin again, atrying proposition | 
in the longer missions. You may 
eventually conclude that out- ! 
standing scripting is masquerad- | 
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Order Heavy Hoverdynes looking over the edge. 


ing as Al in the single-player 
game, but chances are that you 
will still be sufficiently challenged 
by both it and the multiplayer that 
you won't be too disappointed. 
First among Ground Control's 
triumphs is its outstanding graph- 
ics, which showcase strong atten- 
tion to detail. Once you've given 
your orders, you can treat yourself 
to a close-up view of the action— 
shell casings flying, dust kicked 
up by armor units, tracks left in 
the ground, muzzle flash, and 
excellent explosions and energy 
effects. The sound is equally 


impressive, especially when you've 
placed the camera right in the 
middle of the action. The 3D cam- 
era operation has an uncharacter- 
istically low learning curve, and 
unlike many other 3D strategy 
games, the camera never becomes 
a serious obstacle to gameplay. 


| The story 

Ground Control has a typical sci-fi 
setting: it is the asin Century and 
large corporations battle for con- 
trol of intergalactic resources. To 


this standard formula Ground 
Control adds the Order of the New 


Crayven Marines and Terradynes side by side on the battleline. 


Dawn, a 215 century millennial 
cult that grew into an extremely 
wealthy and well-armed theocracy 
competing directly with the cor- 
porations for resources. Ground 
Control focuses on the battle 
between the Order and the 
Crayven Corporation for the planet 
Krig-7B. (Linguists will recognize 
“krig” as the Scandinavian word 
for “war’—this is no coincidence.) 
In keeping with the standard Sci-Fi 
Thematic Contract, Krig-7B con- 
ceals strange and forbidding Alien 
technology that both sides wish to 
control. As the campaigns 
progress, the field commanders 
you represent, Major Sarah Parker 
of Crayven and Deacon Jarred 
Stone of the Order, become pro- 
gressively more disillusioned with 
how their superiors intend to use 
the alien artifacts. 

Each of the Crayven and Order 
15-mission campaigns is preceded 
by an excellent boot-camp 
designed to familiarize you with 
the camera, squadron control, and 
the tactical basics. Unfortunately, 
the Order campaign is unavailable 
until you complete the Crayven 
missions, which, even set on the 
easiest difficulty level, can take 
tens of hours. The missions are all 
well-designed, though they quick- 
ly become long and difficult, 


Crayven Artillery firing from under 
a canopy of trees. 


especially since you only have 
weaker unit-types available early 
in the campaign. 


Advanced tactical training 
Before each mission, you are 
shown a topographical map, 
informed of probable resistance, 
and given an opportunity to refit 
your squadrons. Once you start 
the mission, your command vehi- 
cle and squadrons will be insert- 
ed via dropship—sometimes 
you'll have a choice where. In 
early missions there is one drop- 
ship, and you'll have to proceed 
with only three or four squadrons. 
As the campaigns progress, you’|| 
have more dropships—up to 
three—and more choices of unit 
types to load. The most military 
squadrons you'll need to com- 
mand at once is twelve. 

On the ground, your job is to 
take advantage of superior tactics, 
taking stealth, the terrain, and 
friendly fire into account. Units 
have widely varying view ranges, 
with scouts boasting the most, and 
large tanks and artillery the least. 
This forces you to keep your most 
vulnerable units alive, both to sniff 
out enemy traps and to serve as 
spotters for your big guns. 
Fortunately, it is possible to avoid 
your enemy's field of view by 
using the terrain—hiding behind 
hills and in canyons—and by hid- 
ing in shadows and foliage. 

The 3D terrain is also crucial 
once combat has begun. You have 
a natural advantage when firing 
on units below, and infantry 
occupying the hills and ridges 
which are inaccessible to armor 
units can fire down on them in 
relative safety. Terrain is also key 
in avoiding friendly fire, an oxy- 
moron which occurs when you 
move one of your attacking 


squadrons in front of another one 
and take a round or three in the 
butt. Much of the game therefore 
involves a tactical dance in which 
you pin enemy units between 
squadrons, engaging them from 
the front and flanking to take 
advantage of their weakly- 
armored backsides, all without 
accidentally getting caught in 
your own crossfire. It is also possi- 
ble to force your enemy into firing 
on himself by rushing his lines 
and taking a position between his 
squadrons, though this tactic can 
be costly if poorly executed. 

All orders are given at the 
squadron level, and in addition to 
movement and targeting com- 
mands, your primary concern is to 
select an appropriate formation. 
You can also set the attack and 
movement postures, which tell 
your squadrons how to react if 
they take enemy fire—whether 
they should return fire and 
whether they should pursue. By 
keeping your command limited to 
the squadron level, Ground 
Control avoids becoming 
unwieldy. Each squadron is auto- 
matically hotkeyed to the function 
keys, and once you've got your 
squadrons arrayed in an intelli- 
gent battle-line, they do a compe- 
tent job of selecting targets and 
defending themselves. This leaves 
you free to concentrate on react- 
ing to enemy movements, using 
secondary weaponry, or moving 
squadrons to take advantage of 
enemy weaknesses. 


Too-real time? 

Massive Entertainment clearly 
chose to emphasize realism over 
gamers’ convenience: Once you 
are in your command vehicle, 


there is no variable speed control, 
no ability to give orders while 
paused, and no ability to save 
during missions. These can all be 
very frustrating, especially the 
last. Later missions can be multi- 
hour affairs that become progres- 
sively less enjoyable as you play 
them through from the beginning 
again and again to bring them to 
successful conclusion. These issues 
will ruin Ground Control for 
gamers who aren't interested in 
the tactical ballet of the battlefield 
or in being repeatedly put through 
an unforgiving performance 
exam, but it is hard to be overly 
critical of these characteristics 
because Ground Control works so 
well as a whole. Once you have 
mastered formations, tactics, and 
combined arms, you feel a much 
greater sense of accomplishment 
for having succeeded in winning 
without concessions. Ironically, the 
game begins to seem a lot easier 
in later missions because you are 
forced early to learn to run the 
forces under your command like a 
well-oiled and mutually support- 
ive machine. 

The game will also get easier 
because it is hardest when you are 
on the defensive, either out- 
gunned or having to defend civil- 
ian units. As you move on to 
offensive missions, and as you 
master reconnaissance and 
artillery, you will notice the Al is 
locked into scripts that leave it 
vulnerable to long-range attack. 
So long as enemy units can’t see 
you, they carry on as usual, even if 
you are pounding them with 
artillery. They unfortunately don’t 
have the sense to target their own 
artillery on the location from 
which you are firing, or to rush 


Crayven Aerodynes pummeled by Order Anti-Air Hoverdynes. 


(2) 
(2) 
= 
Uv 
CG 
4 
m 
r | 
(2) 
> 
= 
m 
nn 


OOO2 4idw3ldds - 


: 


COMPUTER GAMES * SEPTEMBER 2000 


oO 


Aerodyne engagement. 


that location with armor units. This 
shortcoming is only obvious in 
missions in which you are assault- 
ing enemy fortifications, because 
when you are on the defensive, the 
Al is very effective. The lack of 
dynamic Al is probably the reason 
the game doesn’t have a skirmish 
mode, a disappointing omission. 


Building character 
Most RTS games take a Doritos 
approach to units: “Kill all you 
want, we'll make more.” In 
Ground Control, on the other 
hand, the death of one of your 
units may bring you to tears. In 
most missions there is no rein- 
forcement, and unit losses early in 
a mission can seriously impair 
your ability to meet your objec- 
tives. This is especially true since 
units are so specialized: for exam- 
ple, if you lose your only squadron 
with anti-air capability and later 
have to face enemy air units, 
you've probably already lost. 
Squadrons gain experience that is 
carried over from one mission to 
the next. So long as a squadron 
ends a mission with at least one 
unit alive, it can replenish itself for 
the next mission, but if it gets 
wiped out it is gone forever and 
can only be replaced by a 
squadron of greenhorns. At the 
end of each mission, you can 
review the list of all of your active 
and deceased squadrons from the 
ongoing campaign, including 
their losses, kills, and medals. 
After you have the misfortune of 
seeing lots of elite, highly decorat- 
ed squadrons on the killed-in- 
action list, your friends will start 
asking about the head-shaped 
dents in your desktop. 

The heart of your forces is the 
Command APC from which Major 


Parker or Deacon Stone directs 
your troops. In single player 
games, if the APC is destroyed, 
you must start over, but this is 
optional in multiplayer. The APC is 
also indispensable for its ability to 
quickly heal your other ground 
units, which means that rather 
than keeping it away from the 
fight, you'll often need to bring it 
right up to the frontlines to 
recharge flagging forces. 


Martial menu 

The other units in the game fall 
into four categories: infantry, 
armor, artillery, and air. When 
you configure your squadrons 
prior to a mission, you can outfit 
them as any variation of that 
type. For example, an armor 
squadron can be outfitted as 
any kind of armor (although not 
all options will be available early 
in the campaigns). More power- 
ful or specialized squadrons 
generally contain fewer units, so 
a squadron of scout armor will 
contain four units, while 
squadrons of the largest armor 
units will only contain two 
tanks. The basic infantry units 
are Marines on the Crayven side 
and Crusaders on the Order side, 
while the Crayven have excellent 
scout infantry (Jaegers) and the 
Order have powerful anti-armor 
infantry units. 

Crayven armor, all slow, 
rolling units—Terradynes—are 
divided into four types: Scout, 
Light, Main Battle, and 
Annihilator. Going up the list, 
they have progressively more 
armor and greater firepower. 
Scout Terradynes are fast, and 
like Jaegers, have a long view 
range, but are vulnerable in 
combat once they've used their 


Order artillery salvos obscured by the sun. 


special high-explosive grenade 
charges or depleted uranium 
rounds. Main Battle Terradynes, 
which come in four-unit 
squadrons, and Annihilators, 
which come in two-unit 
squadrons, can take massive 
damage so long as you don't 
permit their less-well-armored 
backsides to be exposed. The 
Order's armor units are more or 
less analogous, although its 
ground vehicles are hovercraft 
called Hoverdynes. 

Both sides have single-unit 
artillery squadrons, with Crayven 
artillery firing conventional war- 
heads and the Order model firing 
energy bursts. Artillery in Ground 
Control is devastating, but it is 
also inaccurate, and salvos arc 
high into the air—so high that it is 
possible to see them coming and 
move your units clear. Artillery 
squadrons can also be outfitted as 
anti-air squadrons, allowing the 
Crayven to outfit them as rocket- 
firing Terradynes, and the Order to 
outfit a Beam Weapon Platform or 
Drone Carrier that releases power- 
ful seeker drones. 

Both sides have also air units 
(Aerodynes—sensing a naming 
theme here?) that are useful in 
reconnaissance, although they 
are also extremely vulnerable to 
anti-air fire. Both Crayven and 
the Order can also build fighter 
and attack Aerodynes, and to 
make up for the Order's more 
powerful ground arsenal, Crayven 
is blessed with an effective, albeit 
slow, bomber Aerodyne. 

Ground Control's unit 
pathfinding is good, and your 
units generally will have no 
problem getting to wherever you 
send them. The only problem is 
that if you try to move a 


bunched group of Terradynes or 
Hoverdynes, or are trying to 
move together through a narrow 
space, you may end up with a 
traffic jam requiring your inter- 
cession if you want it sorted out 
anytime soon. Additionally, if 
you want units to move together 
at the same speed, you can't just 
give them all a move order. 
You'll have to send the slowest 
squadron first, then have the 
others follow in guard mode. 


All together now 
Ground Control advertises itself as 
frenetically-paced, and nowhere is 
this more obvious than in multi- 
player. Not burdened with having 
to build a base or collect 
resources, you can engage right 
away, and if you aren't even in the 
mood to exchange pleasantries 
before the carnage, you can drop 
into an ongoing game and have at 
it. In addition to deathmatch 
games, you can also play Flag 
Zone and Score Zone, which are 
variations of King of the Hill. These 
are all entertaining, with a solid 
selection of maps. Unlike the con- 
straining allocations of single- 
player mode, reinforcements are 
available in multiplayer games. 
Ground Control is an out- 
standing game, both for its 
graphics and its gameplay, but 
it is not for everyone. Ground 
Control glaringly omits some 
standard genre features: there is 
no in-mission save, no speed 
control, no skirmish mode, and 
the Al is hit or miss. Yet this is 
truly a case of a game being 
greater than the sum of its parts. 
If you can look past these defi- 
ciencies and are a fan of both 
real-time and tactical gaming, 
Ground Control is a must-have. 


Excellent level design, incredible visu- 
als, entertaining gameplay, revolu- 
tionary multiplayer mode. 


Solo game is too heavy on the combat, 
pathfinding Al is erratic, annoying 
limited save system. 
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[left] Sister Anezka, Christof’s love 
interest and the source of most of 
his woes. 


The combat Al for your companions 
is actually quite good... at least 
once the spotty pathfinding Al 
actually gets them to the combat. 


You start out as a human crusader, 
protecting the streets of Prague. 
How far the mighty will fall... 


Vampire: The Masquerade— 


Redemption 


It sucks... in a good way 


revolutionary idea behind 

White Wolf's “World of 
Darkness” line of pen and paper 
role-playing games, of which 
Vampire: The Masquerade is the 
flagship product. Traditional 
role-playing games cast the play- 
ers in heroic roles—you get to 
bash the monsters, you don’t 
empathize with them. Vampire 
indulges a more narcissistic aes- 
thetic and allows you to play the 
tragic, fallen hero (or villain); in 
this case an undead creature of 
the night. You are immortal. Your 
humanity is irretrievably gone. 
You are cursed to walk only 
under the night sky for all eterni- 
ty—sunlight is deadly to you, and 
during the day you must rest, | 
helpless, in a dark and hidden | 
haven. You must drink the blood 
of the living to sustain an endless 


|: monster is you. That's the 
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primal Hunger, and only this 
blood and your own will stands 
between sanity and the Beast—the 
primal and monstrous urges of 
your own mind that constantly 
threaten to rob you of the last 
vestiges of your humanity and 
leave you with only darkness and 
the Hunger. You are a vampire. 

Enthusiasts will tell you that 
role-playing on the PC has a long 
way to go to catch up to the 
sophistication and creativity that 
is the current standard in pen and 
paper games, and in a lot of ways 
they are right. The electronic 
entertainment world generally 
seems to fixate on RPG concepts 
and mechanics that were already 
getting tired ten years ago, such 
as hackneyed class-based rules 
systems and vanilla swords and 
sorcery fodder that even Advanced 
Dungeons & Dragons, the dinosaur 
of the RPG realm, has somewhat 
moved away from. Enter Activision 
and developer Nihilistic Studios 
with Vampire: the Masquerade— 
Redemption, a gutsy push to 
bring White Wolf’s unique and 
brooding game world to the PC. 
White Wolf refers to its games as a 
“Renaissance” in role-playing; is 
Nihilistic’s game a Renaissance for 
role-playing games on the PC? 
Yes and no. 


| 


THE BUZZ 


“With each new ‘quest,’ I’m amazed at the nuances of the new levels— 
the lighting, the different atmosphere created, the way you are trans- 
parently ‘educated’ through the gameplay both as to game concepts 


and history.” 


—Mark Sterner 


“The silver mines were fairly lame. I’d keep playing until you finish 


Prague—it gets better when you get past the mines.” 


“My take on the whole ‘dumbing down’ issue is that Vampire is a ‘hard 
core’ RPG universe with adult, very dark/evil themes, and with complex 
game rules and highly tactical combat. The game was expected (by 
hard core RPG types) to reflect that. It’s a rich world that could have 
made a fantastic ‘traditional’ CRPC, but the company chose to do a ‘lite’ 
RPG because hard core RPG’s are dead (mostly, and unfortunately as I’m 


one of the hard core types).” 


I've fallen and | can’t get up! 
You start the game as a regular, 
flesh and blood human. Well, per- 
haps not completely “regular”— 
you play Christof Romuald, a 
Frenchman from the village of St, 
Claire, now a holy crusader of the 
Order of the Swordbrethren. A 
lengthy intro in the manual (and a 
slightly less lengthy video in the 
game) explains that you have 
been sent, along with your broth- 
ers-in-arms, to the wastelands of 
Moravia to fight heathens (what 
else?). Severely wounded in bat- 
tle, you are taken to a convent in 
Prague while your brothers travel 
on. The game opens as you awak- 
en on your sickbed, nursed back 
to health by a nun named Sister 
Anezka. It is your relationship with 
her around which the rest of the 
game's story revolves. 

The Local Archbishop, a 


—Douglas Peterson 


pompous and corrupt old man 
named Geza, is pleased to have a 
holy crusader handy, and bids you 
to help Prague with a little prob- 
lem it has been having. It seems 
that the local silver mine is infest- 
ed with demons, and the towns- 
folk would like nothing better than 
if you tromped down into the 
bowels of the earth and extermi- 
nated the pesky fiends. Being the 
pious fellow that you are, you 
agree, and with that you are off on 
your first quest. You will save the 
day, of course, and the game 
doesn't seem to have much to do 
with vampires thus far. 

Christof’s problems begin when 
he develops a case of Florence 
Nightingale Syndrome for Sister 
Anezka. Like any good episode of 
Three's Company, this schtick is 
the springboard for all of your 
problems to come. Archbishop 


—Bryan E. Nelson 


Join the discussion at www.cdmag.com/cqgi-bin/WebX?13@@.ee6ea91 
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Geza warns Christof that he is risk- 
ing eternal damnation for his 
impure thoughts, and as it turns 
out he is right... sort of. A local 
clan of vampires, impressed with 
your work in the silver mines, have 
targeted you for induction into 
their ranks (in Vampire terms, you 
get “embraced”). Welcome to the 
world of the undead, here’s your 
orientation kit. 


Ye olde Europeane dialecte 
By allowing you to play a regular 
mortal for a while, the game gives 
you a good feel for how different it 
is to be Kindred (a vampire). Aside 
from the mines, much of the first 
(human) part of the game takes 
place in sunlight. After Christof is 
embraced, you won't see the sun 
again for quite some time (and 
you will curse it when you do). 
Christof is appalled at his transfor- 
mation, of course, and spends 
much of the first half of the game 
trying to come to grips with his 
“curse.” Being a vampire is a 
learning experience, both for 
Christof and for you, as a player. 

The single player story is a bit 
like an act in two parts. The first 
act follows Christof’s exploits in 
medieval Prague and Vienna, as 
he searches for his love Anezka 
(who has, ironically enough, fool- 
ishly gone searching for Christof). 
An unfortunate... incident... at 
the end of the first act leaves you 
in a comatose state the Kindred 
refer to as “torpor.” Vampires can 
remain in torpor for a very long 
time (although without aid they 
will eventually die... for good, this 
time). Christof remains locked in 
torpor for centuries, finally awak- 
ening in London, circa 1999. The 
second act of the game takes 
place in various locations in and 
around present day London and 
New York City. 

While not quite up to snuff with 
some of the better material for the 
pen and paper Vampire game, the 
premise and story are more origi- 
nal and more interesting than 
what generally passes for a plot in 
computer role-playing games. The 
writing is generally good, 
although the game does tend to 
get a bit wordy during some of the 
cutscenes, and the medieval char- 
acters are far too free with their 
use of the words thee and thou 


As the years roll by, the havens that 
you bunk up in get scummier and 
scummier... 


Spider! (he is our hero) 


Toggle the first-person view on for 
a look at how pretty the game envi- 
ronments can be. 


SS ee 


(which in reality were used only as 
familiar greetings, or when talking 
to someone of significantly lower 
social status than yourself). The 
voice acting ranges from adequate 
to good (most of the better voice 
actors seem to be in the modern 
half of the game). 

In terms of visual appeal, the 
game is the most attractive role- 
playing game to come out on the PC 
yet, and the overall excellent level 
design helps to accentuate this. 
Even the sewers of New York City 
manage to look attractive in this 
game. That's saying something. 


Final Fantasy: 

The Masquerade 

Whether or not you enjoy the way 
that Vampire plays in solo mode 
largely depends on your expecta- 
tions. The game's pen and paper 
predecessor is a game largely about 
social interaction. The Kindred love 
to play politics, and while they can 
generally give as good (or better) 
than they get when it comes to 
fisticuffs, combat simply is not the 
central focus of the game. 

The PC version, by contrast, is 
almost exclusively about combat. 
The story is almost completely lin- 
ear (although there are multiple 
endings), and much of the charac- 
ter-to-character interaction is pre- 
scripted (the game will occasion- 
ally present you with conversation 
choices, but they generally have 
little impact on the story). Players 
looking for Fa/lout-style depth of 
interaction might be a little sur- 
prised to find that the game plays 
more like a Final Fantasy (or per- 
haps Darkstone, if you want to 
compare it to something on the 
PC). The game dishes out bits of 
story as reward for fighting your 
way through a quest—the story is 
engaging enough, but the fight- 
ing is where the gameplay is. If the 
idea of fighting through waves of 
ghouls and vampires Diabl/o style 
makes you wince, then Vampire is 
probably not the game for you. 

That said, the solo game is a lot 
of fun when you take it for what it 
is. Nihilistic has done a fine job of 
translating the White Wolf rules, 
and while not all of the various 
clans and disciplines (Kindred 
abilities—think spells) are in the 
game, the ones that are there are 
interesting and useful. There is a 
lot of opportunity to build your 
character in different ways, and 
the varying disciplines allow you 
to employ a variety of tactics in 
order to get past obstacles. Having 
trouble fighting Tremere Lords in 
the Haus de Hexe (that “Call 
Lightning” Blood Ritual has a 


4 iihem uses Discipline Blood Healing since parce 
Beckoning. 


Erik uses Discipline 


nasty tendency of sending you to 
your final death)? Judicious use of 
the Cloak of Shadows discipline lets 
you sneak right past them (nobody | 
said that you have to fight them at 
all). Alternately you could pump 
up your Celerity discipline and 
then zoom into melee range and 
try to immobilize them with a 
stake. Or you could put points into 
Fortitude and hope to weather their 
attacks for as long as it takes to 
hack them apart by more mundane 
means. The list goes on. 


| 
| 
| 
| 
| 
| 


The Inevitable “but” 

There are plenty of things to like in 
Vampire, but unfortunately there 
are a few significant problems that 
will have you gritting your teeth 
throughout the game. The first one 
that you will encounter is the save 
system, which takes its cue from 
console schemes by only letting 
you save in specific places. You 
can save your game by clicking on 
the ankh in your haven; alternately 
the game will save itself automati- 
cally every time you transition 
between maps. 

There is nothing worse than 
having to replay a difficult combat 
over and over and over simply 
because you aren't at a save point. 
Fortunately the latter feature keeps 
the save system from being a 
game-wrecking flaw—since the 
game maps tend to be on the 
small side and the gameplay is 
hub based (lots of traveling back 
and forth), you never have to far 
to go to find a map transition 
(and thus an auto-save). Later in 
the game you will likely learn a 
discipline called Walk the Abyss 
(think Diablo's Town Portal), which 
lets you jaunt back to your haven 
and save at any time, so long as 
you have the blood (mana) to cast 
it. Still, the game would have been 
better off allowing you to save 
wherever you want. 

Another problem is a little more 


[above] You can rotate the camera 
upwards for a Gauntlet-style 
overhead view... watch out for 
that patch of sunlight! 


[above right] Most of the puzzles in 
the game are fairly simple—you 
may get stuck on a difficult fight, 
but you likely will never be ata 
loss for what you need to do. 
[right] In Storyteller mode you can 
place objects and characters at 
will in the provided maps (yeah, 
the freaky-looking head is you). 


irritating—the pathfinding can be 
rather erratic. This can range from 
annoying (your companions get 
hung up on the trash can in the 
lobby of the Settite Brothel) to 
deadly (your companions get hung | 
up on each other in the middle of | 
combat). Often a little planning ! 
can help ease the problem, but the 
more characters you are controlling | 
(over the course of the game you 
will acquire as many as four), the 
more pronounced the problem is. 


Multiplayer madness | 
Don't look for the deathmatch 
option when you select “multiplay- 
er’ from the game menu—you 
won t find it. Instead you will find 
a rather innovative take on multi- 
player role-playing—a “Storyteller” 
mode that allows one player to 
create and run his or her own 
chronicle in one of the game’s pro- 
vided settings. For the players, the 
game runs pretty much the same 
as it does in solo mode—they can 
walk around, talk to NPCs, and 
fight things. For the Storyteller it’s 
a different game altogether. 

As the Storyteller, you can open 
windows that list all the scenes, 
characters, and items in the game. | 
You can “possess” any character 
in the game world and move them 
around or type in the text box to 
make them talk. You can drop new 
Objects into the level at will, or 
delete ones that are already there. 
Ideally you will want to do a lot of 
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Of Wowlersta resisted cipline A 
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Nosferatu enters Fr 


DUNE) Christof uses Discipline Potence. 


this before you actually start the 
game—take a blank map (of which 
several are provided), think up an 
idea for a quest or two, and then 
fill the map with items and enemies 
as appropriate (you can then save 
the modified map for later use). 

This multiplayer mode does have 
a few shortcomings—the Storyteller 
interface provides no means of 
actually scripting quests (i.e. you 
can't make a quest appear in the 
players’ Quest Log), so you have to 
wing it by giving them some guid- 
ance (have an NPC tell them what 
to do, for instance). The interface 
also does not allow you to script 
conversations, so if you want your 
NPCs to say anything, you have to 
possess them and type what you 
want them to say on the fly. 

Then again, one can argue 
that the advantage of having a 
human Storyteller is that you no 
longer have to rely on canned 
conversations. Forget branching 
dialog trees—players can walk up 
to any NPC in the game world 
and ask him anything they want. 
What the game really needs is a 
way to allow the Storyteller to 
write bits of dialogue in advance 
and spew them out of an NPC’s 
mouth with a mouse click— 
lengthy bits of information that 


you might want to divulge to the 
players through NPCs, but which 
are too lengthy to write on the 
fly. One possible (if somewhat 
clumsy) solution to that problem 
is to write your conversation bits 
in a text editor. You can jump to 
that document while you are 
' playing the game—Vampire is 
very Alt-Tab friendly, and it 
allows you to cut and paste text 
from other applications. 

If you really must script your 
' conversations, you can always 
download the SDK, an official but 
unsupported bundle of editors that 
allow you to craft new levels and 
script just about anything from 
quests to dialog. For the less ambi- 
tious Storyteller, however, the tools 
that the game ships with should be 
enough to get you started. 


A mixed bag? 

So is Vampire: The Masquerade— 
Redemption a Renaissance for com- 
| puter RPGs? The solo game proba- 
bly isn't. While entertaining 
enough, it’s little more than a hack- 
and-slash adventure with a unique 
| premise. The multiplayer game is 
plenty innovative, however, and 
with luck it may forge a future path 
for computer role-playing games to 
explore. —Benjamin E. Sones 
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An enemy parasite goes up in flames. 


One of the more turtle-ish of the indigenous creatures. 


A quiet moment with the crew. 


Evolva 


t’s the distant future, and a 

giant peach pit has crash-land- 

ed onto the surface of a faraway 
planet. From the pit a tentacled 
creature spawns, infecting the 
planet with bad-attitude arach- 
nids. Your job, as leader of a team 
of four “genohunters,” is to save 
the planet's ecosystem. 

You have to applaud a game in 
which your main form of suste- 
nance is, in a word, “meat.” 
Reducing your enemies to cubes of 
meat—some chunks too large for a 
crock pot, others that belong on 
the end of a toothpick—this is the 
life. Your team members absorb 
the meat and use it to mutate; 
hence the name “genohunters.” 
Evolva is played from a third-per- 
son perspective, with the remain- 
ing three genohunters controlled 
by the computer. Switching from 
one to another requires only a 
keystroke. 

The game gets its name from 
your team’s ability to absorb the 
gibs of the exploded dead, and use 
the genetic material to mutate. Kill 
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Action 
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It’s all about the meat 


any creature, whether hostile or 
benign, and when your team mem- 
bers walk near the chunks they will 
absorb them. If the dead creature 
possesses some attribute (such as 
speed, flame breath, or the ability 
to belch critters) that your team 
does not yet possess, you can opt 
to mutate your team members so 
that they will possess it. 

The levels are designed in such 
a way that one must mutate in 
order to progress. Certain barriers, 
for example, will only fall to an 
explosive spore attack, so at least 
one of your team members will 
need to evolve that weapon. 
Pointed stick traps are passable 
only by team members that have 
evolved stealth. The correlation 
between puzzles and new genes in 
nearby meat is a strong one. 


Mmmm... Meat! 

When a new genetic attribute 
becomes available, a visual signal 
will indicate such. The mutation 
screen is well designed and easy 
to read, though the same cannot 
be said for how the mutations are 
concocted. If a new skill becomes 
available, you can be sure that the 
first chunk of evolvable meat will 
provide you with two choices: you 
can either add the new skill to 
your genohunter, or pump up 
your genohunter’s existing skills 
while ignoring the new one. 
Subsequent mutations will consist 
of tiny alterations in existing skills, 
some positive and some negative, 


Sumptuous graphics, lovely anima- 
tions and special effects. 


| 
| 
| 
| 
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Much more shooting than thinking, 
mindless foes. 


THE BUZZ | ; " 
“Seem like this game was almost perfect for cooperative play, but it was 


not implemented. ” 


—Richard Weinberg 
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“Wow. This game is weird but very cool. It’. 5 nice to see something com- 


pletely different for a change.” 


which allow you to slowly fine- 
tune your genohunters to your lik- 
ing. If you don't mind some ran- 
domness then you might approve 
of this; folks who like things 
spelled out will find it frustrating, 
at least inasmuch as the manual 
provides no real help on this topic. 

The practical difference 
between mutating in Evo/va and 
picking weapons off dead guys in 
other first person shooters seems 
slim at times. The game will prob- 
ably appeal to tinkering types 
more than to straight shooter fans. 
Fortunately, each skill and weapon 
is mutatable up to the fifth level, 
and despite this strange bit of 
evolutionary dead-ending, this 
feature helps distance Evolva from 
the traditional action game. 

You'll be hard pressed to find a 
straight line in Evo/va’s world. The 
great majority of polygons are 
devoted to creating the smooth, 
rounded surfaces of the terrain 
and the detailed curves of your 
genohunters and their enemies. 


There’s nothing like a tank tread or 


rectangular doorway to be seen 


— ric Fortier 


amid the giant arching plants and 
shiny orange shells of the oncom- 
ing arachnids. 

The effect, while pleasing, 
eventually becomes redundant, 
as each level’s high ridges, 
canyons, ramps, and tunnels look 
like those of the previous level. 
The game still surprises with its 
occasional foray into a deep, 
intricate crevice, or spiraling 
climb up a tall hill. Especially nice 
are tunnels that suddenly plunge 
beneath the ground, revealing a 
network of rooms and caves 
below. The last few levels finally 
reveal just how wonderfully odd 
the engine can be. 

There are three genohunters not 
directly under your control at all 
times. Their third-person views are 
displayed on three small screens 
along the bottom of the display. 
These are updated periodically, 
like a quick slide show, and allow 
you to monitor the status of your 
team. They also illustrate well the 
power of FEvolva’s terrain engine, 
which not only must calculate and 
display the view of the genohunter 
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you are controlling, but three | 
other views as well. 

Add to this mix some gorgeous 
weapons effects and terrific model 
animations, and it’s no wonder 
that the designers opted for mind- 
less bugs to be your foes. The 
graphical load carried by the 
game is presumably so high that 
devoting much code-time to arti- 
ficial intelligence would be prob- 
lematic. Your enemies, while 
detailed in appearance, are sim- 
plistic in tactics—they generally 
run straight at you. 

On the bright side, obstacles do 
not befuddle enemies too often. 
They manage to leap across gaps, 
navigate plant life and rock out- 
croppings, and avoid most friendly 
fire. They are, in a sense, mindless, 
but able to preserve their own skins 
by not falling off edges or into 
lava. In no respect, however, are 
the enemies clever or skillful. They 
possess the intellect of the bugs in 
Starship Troopers rather than the 
crafty cunning of the xenomorphs 
in Aliens. They attack en masse. 


Artificial Idiociy 

Fortunately, the adequate Al of 
your fellow genohunters is punc- 
tuated only rarely by bouts of 
idiocy. The genohunters not 
directly under your control occa- 
sionally get stuck, requiring a bit 
of babysitting. Computer con- 
trolled genohunters have trouble 
with slippery surfaces, and no 
ability to time their way through 
explosive traps. For the most part, 
however, they navigate and fight 
with skill, rarely falling to their 
deaths in lava or selecting a 
weapon that causes area damage 
to their comrades. You can sum- 
mon one from a great distance 
away, and expect it to make the 
journey to your side safely. 


The interface is well designed, 
and that’s a good thing, since the 
game relies heavily on teamwork. 
Single keystrokes will gather all 
genohunters to your side, or 
group just the nearby ones, or 
disband all groupings. A pair of 
keystrokes can order one geno- 
hunter—or all of them—to run to 
any visible point, attack an 
enemy, or gather food for heal- 
ing. For the most part, your com- 
rades attack on their own, elect- 
ing to pursue or hold ground as 
the situation requires. 

Evolva's lack of cooperative 
play is not as major an issue as 
you might think. The friendly Al is 
well done, and it’s easy to imagine 
coop play degenerating into 
“every genohunter for itself.” 
There are no tactical situations 
presented by the game that 
require a collection of scheming 
human minds to conquer. If any- 
thing, criticism should be leveled 
not at the lack of cooperative play, 
but at the somewhat mindless run- 
and-shoot style of gameplay that 
makes it unnecessary. 

While the terrain engine eschews 
the linear, the game's puzzles do 
not. Nine-tenths of your time is 
spent moving ahead and wiping 
the board clean of your enemies, 
and the other one-tenth is spent 
circling the level in search of that 
blasted tunnel you need to go 
down. The game provides a sort of 
radar screen, with a pointer that 
indicates the direction you must 
head in order to arrive at your next 
Objective. While this pointer is 
often very helpful, it occasionally 
points in a direction you cannot go 
due to an obstacle you must over- 
come—and the solution to your 
problem lies elsewhere. The puzzles 
are less often an intellectual chal- 
lenge as much as a logistical one. 
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Name: freaky A ra 


Organic Audio 
Evolva's music is as bubbly and 
synthesized as a beaker full of 
primeval swamp water. The great 
majority of the game’s audio 
effects sound appropriately 
squishy and organic, as if some- 
one with a microphone ran amok 
in a chemistry lab. The weapon 
sounds are a mixed bag, ranging 
from the mundane whoosh of a 
claw to the fantastic ka-boom of 
the powered-up spore thrower. 
Some common sounds, like those 
produced by jumping and then 
landing, fall flat and lifeless. 
Among the nice touches are a 
“Resume Game” button that picks 
up where you last left off, fairly 
short load times, and the ability to 
finish levels with as many geno- 
hunters as you'd like to—the dead 
ones will be reconstituted as the 
Start of the next level. 


Meat dissolving and 


entering a genohunter’s body. 


With a more sophisticated Al 
and more opportunities for tactical 
teamwork, Evolva would be a big 
hit. Its environments, weapons, 
and animations are all solid, but it 
needs more of a hook to draw you 
in. As it stands, the game embod- 
ies a variation of that old Army 
joke: “visit beautiful lands, meet 
interesting creatures, and kill 
them.” —Dave Perkins 


As with other games, bosses tend to 
make their homes next to the 
weapons that can kill them. 
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Classic Gameplay in a Material World 


ith the original MDK, Shiny 

(then working with the now- 

defunct and questionably 
named Playmates Software) man- 
aged to release an intense and 
bizarre third person 3D-action 
action game right on the cusp of 
both 3D acceleration and Lara 
Croft. It was new, different, 
incredibly entertaining, and dis- 
played the sort of sensibilities 
you'd expect from the guys who 
created Earthworm Jim. While it 
was too short, it’s still considered 
a classic with good reason. 

So now—finally—we have the 
sequel, done by the industry's 
current golden boy development 
house, BioWare. Has lightning 
struck twice? Well, yes and no. 
MDK 2 is a lot of fun, and pays 
nearly perfect homage to the orig- 
inal. But for those who played the 
original, it pays perhaps a little 
too much homage. That's not to 
say that there isn’t a lot that has 
changed since the first game, as 
there are some impressive 
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Action 
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MB RAM, 500 MB hard drive space, 


Open GL 3D accelerator 


| 


advances in the sequel. Most 
notably, there are now three 
playable characters, each with 
their own style of play, and an 
incredibly gorgeous 3D engine 
powering the mayhem. 


Three’s company 

The plot is a continuation of the 
original—it begins mere moments 
after the first game leaves off. 
Having thwarted the evil city 
destroying aliens from another 
dimension in the first game, Kurt 
Hectic, janitor and reluctant hero 
at large, and friends—his employ- 
er, Doctor Hawkins, and super 
robodog, Max—are toasting their 
success in the Doctor's space sta- 
tion when, suddenly, the aliens 
return to smash more cities of 
Earth. Once more, Kurt is 
begrudging sent down to deal 
with the problem. 

Unlike the original game, Max 
and the Doctor play a larger role 
in the gameplay this time around. 
You will get to take a turn control- 
ling each of the main characters; 
the levels rotate between the three 
of them, giving each area a differ- 
ent feel and a unique flavor. MDK 
2 does its best to bring the old and 
new together in a cohesive mesh, 
so if you are a veteran of the origi- 
nal you will see plenty of familiar 
sights to go along with some 
ultra-cool looking new scenes. The 
game manages to throw in a horde 
of bizarre, surreal, and often spec- 
tacular looking environments. 


UPSIDE = | 
Gorgeous graphics, fun and classic 


gameplay, humorous characters, 
interesting room design. 


[left] It’s, like, totally tubular, dude! 


Much like the original, however, 
it’s really just a series of rooms 
connected by hallways rather than 
cohesive levels that feel like a con- 
tiguous location. 

Rooms tend to either be 
designed around action or puzzles 
(with plenty of intermingling 
therein), and the game throws an 
array of interesting challenges at 
you throughout its ten levels. The 
types of puzzles vary depending 
upon the character that you hap- 
pen to be playing. The Hawkins 
levels focus on problem solving 
and item-based puzzles. The good 


Kurt never learned not to fight with 
guys twice his size. 
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Max has a bone to pick with these doggie bashing aliens! 


DOWNSIDE 


Repetitive levels, some frustrating and 
linear puzzle design, short play time. 


doctor can hold an object in each 
hand, and combine them (when 
possible). With duct tape, some 
pipes, and wire, for instance, he 
can create an expanding ladder. 
Give the man a toaster, bread, and 
some nuclear waste, however, and 
he can destroy aliens with a crispy 
sense of style. 


Meet the cast 

Max is the action hero of the 
game, and his levels focus primar- 
ily on wall-to-wall shooting. The 
four-armed dog can hold a gun in 
each hand for maximum firepow- 


Nothing like taking out the alien 
trash, with the help of a few com- 
mon household products. 
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The good doctor prepares for some athletic footwork. 


er, and throughout the game he'll 
get pistols, Uzis, and even chain 
guns. Most of Max's puzzles 
revolve around either jumping, or 
blowing things up, as the odd 
pooch runs through huge levels, 
blowing things away, and puffing 
on a Cigar. 

Kurt is the middle ground for 
the game. He can snipe opponents 
from long distances, and is more 
maneuverable—particularly for 
jumping puzzles. Kurt can pick up 
shields, cloaks, decoys, anda 
super chain gun... but the sniper 
helmet is his claim to fame. You 
can zoom in on opponents to tap 
them in the eye for a one hit kill, 
and most of the puzzles that you 
will encounter on his levels require 
you to become very proficient at 
quickly sniping targets. 

All of the characters will find a 
lot of jumping and obstacle course 
challenges to negotiate (even the 
old Doc, who is pretty spry for an 
old guy), and you will need a 
strong appreciation for old-style 
platform action to truly enjoy the 
MDK 2. Some of the obstacles the 
game throws at you come in the 
form of incredibly frustrating mov- 
ing platform puzzles that most 
players will likely have to try 
numerous times before completing. 
Frustration has a way of running 
high throughout the game, though 
the ability to save at anytime (an 
enhancement over the Dreamcast 
version) is a welcome relief. 


Short but sweet 
Featuring a grand total of only 10 
levels, MDK 2 also has the same 
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problem with longevity that the 
original had. Most hardcore 
gamers will be able to race 
through fairly quickly, so if 
replay value is what you’re after, 
this isn’t the game for you. On 
top of that, it’s a single-player 
only game, which may seem like 
a strange, alien concept in this 
day and age, but for those who 
appreciate a really grand action- 
filled romp, neither of these 
complaints should be much of 

a deterrent. 

Graphically, MDK 2 is a stunning 
endeavor. Vast open locations, an 
array Of beautiful special effects, 
and interesting room design, along 
with truly offbeat, humorous aliens 
all gives the game a singular style. 
The 3D engine has allowed for 
things like huge rooms with large 
glowing orbs shining at the top, 
while eerie looking, floating blue 
platforms spin around in arcing 
movements, and other impressively 
trippy designs. 

It is a little disappointing that 
the corridors connecting the rooms 
in most of the levels are simply 
drab and boring compared to the 
usually inspired room designs. 
Aboard Doc Hawkins’ space sta- 
tion, the Jim Dandy, you'll find 
yourself going through too many 
lamely designed, repetitively 
bland air ducts and halls to get to 
the meat of the levels. Aboard the 
alien Minecrawlers, the corridors 
there also suffer from similar prob- 
lems, though they usually branch 
out into more open environments 
and platforms. 
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Console aesthetics 

Aside from some repetition in the 
level design, there’s a lot of 
reliance on scripted events, and 
more to the point, very specific 
patterns for getting through areas 
and beating bosses. Boss fights are 
inevitably just grand scale puz- | 
zles, requiring you to find the key 
solution to effect their defeat. This | 
usually involves sniping or hitting | 
switches scattered throughout a 
large room at just the right time so 
that some gigantic energy weapon 
can smash down on the boss ina 
grandiose fashion. 

This sort of game design, while 
not particularly cutting edge, 
serves to keep MDK 2 in line with 
the roots of its forerunner. The 


Superdog Max flies through the air with some degree of effort. 


original MDK was meant to take 
the beloved side-scrolling plat- 
form game into the realm of the 
3D, which it did with much 
aplomb. The sequel does so as 
well, and as a result it feels and 
acts differently than most other 
third person games. At times you 
can't help but wish the puzzles 
were less linear, however. 


Sound check 

On the technical side of things, 
MDK 2's audio is quite good. 
While the soundtrack is rather 
forgettable and repetitive, the 
sound effects are nicely done, 
and the voice work for the various 
characters is quite humorous (in a 
good way). The game smoothly 
interjects its rather black sense of 
sadistic humor all through the 
levels, which is one of the main 
reasons why it’s so charming. At 
one point, Max is about to crash 
into a spaceship, and a cinematic 
sequence shows three aliens 
dancing like maniacs to what 
sounds like alien pop music, 
blissfully unaware of their 
impending demise. 

Not everyone will fall in love 
with MDK 2, but those players who 
loved the original very likely will. 
There are some notable flaws in 
the game—repetitive bits of level 
design, high frustration level, 
short game length, and linear 
puzzles—but the core of the game- 
play is a lot of fun ina classic 
platform manner, and the new 
additions add a lot of gameplay 
value. Offbeat humor, spectacular 
graphics, and excellent gameplay 
are the high points, it’s just a 
shame the journey through the 
bizarre world of MDK is over so 
soon. —/ason D’Aprile 
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Fascinating subject, great atmos- 
phere, excellent blend of strategy 
and tactics. 


Complex tactical interface, inade- 
quate documentation, no multiplayer 
campaign games. 


It rains a lot in Japan, and you'll have to fight battles in it. Often. 


[right] No man is an island, but the way to a man’s castle can be through one. 


shogun: Total W 


Clavell and Kurosawa would be proud 


af 


THE BUZZ ee 


“| haven’t experienced a single bug or glitch, the battles are a blast, | 
4 - and | love the music and the artwork, But | am dismayed that the manu- 
produces a certain amount of al almost ignores the strategic side of the game, leaving me without the 
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koku, or the amount of ribet | answers to some rather critical questions. ” —Bryan Mills 
needed to feed one man ina or ae rang Nagle hing. bot like what bid io. Bo 
year, that serves as the game’s | certainly don’t want to jinx anything, but | like what | see so far as 


arevernce. and comm areas have ! well. | appreciate the extra documentation included on the CD... the i 
soarial = tures like fertile lands, | game reeks with high production values.” —Uncle Juicy 


mines, or ports. "y just fired this up ... and it’s an incredibly polished-looking, beautiful 


et’s get one thing straight right 

off the bat: Shogun is not a 

real-time strategy game. Not, 
at least, in the way gamers usually 
define such things. The Creative 
Assembly's samurai-themed game 
is half turn-based strategy, and 
half real-time grand tactical com- 
bat. You won't find any StarCraft- 


still others might be famed for 
their diplomats. Each province 


style resource gathering or 
Command & Conquer-esque tank 
rushes here. What you will find is a 
smooth blend of game styles, solid 
execution, and quite a bit of fun. 


So you wanna be a daimyo? 
You take the role of a daimyo, or 
chief and general, of a clan in 
feudal Japan around the eth 
century. This is a period of 
upheaval and strife, with many 
lords competing for the title of 
shogun, the military leader of the 
entire country. Each clan has its 
own geographic center of gravity 
and special strengths; some pro- 
duce great archers, others are 
famous for their spearmen, while 


THE GOODS 


/E Real-Time/Turn-Based Strategy 
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233, 32MB RAM, 3D accelerator optional 


PLAY 2-8 players; 


In a personal touch, you have 
an in-game presence in the form 
of the daimyo himself, or his heirs. 
If the daimyo dies, an heir takes 
over if there is one; if not, the clan 
is vanquished. Your daimyo is 
usually a very good leader, so 
you ll have to balance the benefit 
of committing him to battle 
against the possible consequences 
of his loss. You can also assassi- 
nate your opponents (or be assas- 
sinated). Ninjas start out fairly 
weak, but with practice can 
become adept at murder in the 
night. Deploying counterspies in 
the form of shinobi thus is a good 
idea, as they can help thwart ninja 
attacks as well as keep the peas- 
ants in line. 

While each clan has its own 
color, it’s pretty hard to keep them 
all straight on the strategic map. 
Some of the colors are fairly close 
together in hue (pity the color- 
blind gamer), and keeping track 
of whose province is whose some- 
times gets a bit dicey. Likewise, 


game. A lot of production quality went into this, obviously and it 


shows. Runs smooth as silk.” 


important effects on combat. 
Unfortunately, it’s often damn dif- 
ficult to figure out who is control- 
ling what, and where—a better 
system of conveying information 
about your forces would be wel- 
come. It’s also hard sometimes to 
tell at a glance what improve- 
ments a province has. Not all of 
them show up on the map itself, 
mandating a right-click and a 
perusal of the info bar. Still, it all 
works pretty well, just not as 
smoothly as it might. 


Between Heaven and Earth 
Unlike Red Lemon’s ambitious but 
ultimately abysmal Braveheart, 
which tried and failed to integrate 
strategy, economics, and tactics 
within the same real-time engine, 
Shogun separates the metagame, 
with its strategic and economic 
concerns, from the combat simu- 


Mark Sterner 


lation. The game progresses in 
four seasonal turns per year, dur- 
ing which you build up your infra- 
structure, maneuver your armies, 
and conduct diplomacy. When 
conflict erupts, you drop to a real- 
time 3D tactical engine to resolve 
battles, one at a time. The two 
game engines are entirely sepa- 
rate, which is good, as what you 
do in each phase of the game is 
completely different. In the strate- 
gic portion, you are concerned 
with building up your domain and 
marshalling your forces. In the 
tactical arena, all you care about 
is winning that one battle. 

The strategic game is rather 
similar to the Hasbro boardgames 
Samurai Swords and Risk, albeit 
more elaborate. Every season you 
build units or structures, improve 
your provinces, move armies, 
diplomats and spies, and basically 
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jockey for position with your 
neighbors. Each daimyo plans his 
move, and it seems (the manual is 
mute here) they are all executed 
simultaneously, so you don’t know 
whether the army you move to 
attack will still be there when the 
dust settles—or whether it’s now 
moved deeper into your own lands 
instead. The computer-controlled 
warlords are fairly aggressive, tak- 
ing advantage of weaknesses in 
your border provinces, but they’re 
not that smart. It’s relatively easy 
to trap them in no-win battles, 
and they almost never try to beat 
the raw odds of a fight, even if 
their troops are better than your 
men. Most of the time, though, the 
Al puts up an enjoyable fight, and 
you can always up the difficulty 
level if you're not getting the 
challenge you like. 

Because the map of 16th century 
Japan is divided into dissimilar 
provinces, each area has its own 
strategic value. Sometimes a 
province will be economically 
poor, but strategically vital, con- 
trolling access to other, richer 
areas. A lot of your maneuvering 
involves trying to take over the 
strategic chokepoints near your 
starting provinces. As Japan is ina 
state of turmoil, often you'll find 
your neighbors aren't another 
clan, but merely a rabble of mas- 
terless samurai (ronin), rebels, or 
bandits. While sometimes danger- 
ous in numbers, these gaggles of 
unaffiliated troops are your best 
bet early on for conquest, because 
fighting them won't trigger the 
animosity of the more civilized 
and more powerful neighboring 
clans. Beware the provinces that 
have warrior monks, though. While 
you ll want to excise these before 
they get stronger, those monks are 
poison for a starting army. You 
will definitely want to do a lot of 


fighting, because the more your 
generals win, the better they and 
their units get. 


Yojimbo, yo momma! 
When it comes time to fight, the 
game shifts to its other side, the 
tactical combat engine. You fight 
your battles on fully 3D battle- 
fields, which nicely capture the 
hilly and rugged terrain of Japan. 
The transition from turn-based to 
real-time play is nearly seamless, 
a real tribute to the fundamentally 
sound design of the game. When 
two opposing armies occupy the 
same province at the end of a 
Strategic turn, you get a selection 
of options, including fight the 
battle, have the computer fight for 
you, or run away. Like most games 
where you have the choice, letting 
the computer do your fighting is a 
bad idea unless you have over- 
whelming superiority, as the Al 
tends to lose too many fights it 
shouldn't. Most often, you'll 
choose to take the field yourself. 
Once you've made the choice to 
fight, the game brings you to the 
battle map, a 3D representation of 
a portion of the province you’re 
struggling over. The accelerated 
graphics here are quite nice, with 
excellent weather and atmosphere 
effects. This being Japan, it rains 
and snows a lot, and there’s often 
fog, all of which have important 
effects on battle. After you position 
your troops within the defined set 
up area, the battle begins. Though 
the box emphasizes fast-paced 
action, don’t be fooled. It’s more 
like continuous time than tradi- 
tional real time, in that combat is 
slow-paced (there’s a command to 
accelerate time if things start to 
drag), and you can give orders 
while paused. Foot soldiers move at 
a realistically slow pace, and while 
cavalry units are faster, they sure 


aren't hovertanks. Once engaged, 
masses of spearmen take a while to 
reach a conclusion, giving you 
plenty of time for generalship. 

The interface by which you con- 
trol all of this mayhem is a mixture 
of good and bad elements. On the 
good side, moving the camera 
around is easy, the commands you 
can give your troops are fairly 
clear and simple, and there are 
keyboard equivalents for every- 
thing. On the bad side, it’s too 
hard to get your formations facing 
the way you want, grouping and 


This fellow will offer you the fast 
track to God and Guns. Is a musket 
worth your soul? 


[right] A gaggle of high-honor troops 
engages a larger gaggle of slightly 
less honorable foes. 


[below] You can resize the overview 
map on the tactical battlefield, and 
use it to give orders to your troops. 


[left] Holding Buzen against the Mori 
hordes can be done, if you’re care- 
ful. Lots of troops helps too. 
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ungrouping is somewhat 
Byzantine, and it’s sometimes hard 
to pick out just which group of 
soliders you have highlighted. It’s 
a pretty good interface, though, 
and quite workable with a little 
practice. You can set waypoints, 
have your units hold fire, and 
assign a variety of simple forma- 
tions that seem historically reason- 
able and tactically useful. 

The actual battles range from 
very entertaining to yawn-fests, 
but that’s the nature of war. 
There's a lot of fun to be had from 


O002 ¥AdWIALdIS - SIWVD YALNdWOD 


* SEPTEMBER 2000 


COMPUTER GAMES 


i 


£ 
are 


ss 


& 


¢ {a 
le he cle Ae ‘te te 


The enemy approaches across the rolling hills. It’s a good day to die. 


pitting a small defending force 
against a mediocre but large 
attacker, for instance, and even- 
up battles are a blast. If the odds 
are too much in your favor, the 
computer will generally run away. 
On defense, if you can arrange to 
defend from a hill or behind a 
river, and you have archers, you 
can defeat armies several times 
your size. After the battle, your 
understrength units can merge 
with other depleted units up to the 
game’s adjustable unit size limit, 
but damaged units will never 
“heal” or replace losses on their 
own. The game is unforthcoming 
about what happens when you 
merge a high-honor unit with a 
low-honor unit, as well. 

Combat has some rock-paper- 
scissors elements, in that each unit 
type has its nemesis and its victim: 
spearmen take out cavalry, who 
take out archers, who destroy 
spearmen, and so forth. Quality 
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Preparing to cross a river. This is not a fun job. 
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also plays a role, and many strate- 
gic decisions like building 
armories can have tactical effects 
by improving different aspects of 
your army (armor, weapons, and 
the like). In practice, you have to 
carefully balance offense and 
defense, quality and quantity, and 
aggression and caution. This 
makes for some very interesting 
gameplay, and emphasizes how 
the strategic context of the tactical 
battles makes them much more 
entertaining than mere stand- 
alone skirmishes. Where you fight, 
who you fight, and how you fight 
all matter when you’re competing 
for mastery of all of Japan. 


Oda Nobunaga sleeps 

with the koi 

Taken as a whole, Shogun is a fair- 
ly solid, very entertaining game, 
more than the sum of its some- 
times-imperfect parts. The strate- 
gic side of play suffers a bit from 
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confusing presentation of crucial 
information; you have to play at 
1024 by 768 at least to see 
enough of the strategic map to 
make sense of things, for 
instance. Likewise, it's very hard 
to tell at a glance what forces you 
have in a region, what general is 
controlling them, and how you 
can best divide them into sepa- 
rate armies. At the tactical level, 
precise control of unit facing is 
difficult, and many battles 
degenerate into pulsating masses 
of meleeing troops which are 
nearly impossible to sort out. And 
trying to load a saved game with 
less than a full install is sometimes 
perplexingly fruitless—be pre- 
pared to commit the 1.4 gigabytes 
needed for a full install to mini- 
mize problems across the board. 
But there’s just so much variety 
here. Depending on which clan 
you choose, and how you play, no 
two games will ever be the same. 
No two battles will be the same, 
either, given the different forces 
that you can field and the nuances 
of terrain and weather. The com- 
puter, despite having a disturbing 
penchant for suicide attacks with 
computer-controlled daimyos, 
fights a decent tactical battle and 
a solid if unremarkable strategic 
game. You can fight online or over 
a LAN with other human daimyos, 
too, if you get tired of making 
sushi out of the silicon, but only in 
tactical contests. As of now, there 
is no way to play the full cam- 
paign with other humans. Online 
play through EA Play is currently 
spotty, with lots of latency and a 
very awkward sign-in process, but 
it does work. Anything more than 
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about four players will likely be 
iffy, however. 

Here we have a game that is 
solid, works reasonably well, has 
great variability, and, best of all, 
is set in perhaps the coolest milieu 
you can think of for a historical 
strategy game. Feudal Japan, 
whether fictionalized or taken 
straight, was a colorful and excit- 
ing period, and EA, producer 
Dreamtime Interactive, and The 
Creative Assembly have done a 
great job of capturing the mood. 
From the cutscenes to the maps, to 
the unit symbols and the music, 
the game makes you feel like 
you're in a Kurosawa movie or a 
Clavell novel. Even the various 
technical glitches, many seeming- 
ly involving Microsoft's Media 
Player, can’t completely take away 
from the mood. 


This haiku’s for you 
Melding real-time and turn-based 
strategy gameplay isn't new; the 
Jagged Alliance and X-Com games 
did it long ago, and did it well. But 
doing so in a historical setting, and 
with a more even balance between 
strategy and tactics, is something 
that no one has really been able to 
pull off. Until now. Despite a few 
flaws, Shogun delivers what it 
promises. It’s a good, if somewhat 
cluttered, turn-based strategy 
game, and an entertaining and 
polished real-time wargame. It’s 
good looking, too, and it’s rela- 
tively stable to boot. As a bad 
Japanese poet might write: 

Strategy of turns 

Time flows past with tactics true 

Shogun shines in spring 

—Robert Mayer 
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Although rare, there are a few rooms that make an apparently easy shot difficult. 


Martian Gothic: Unification 


Survival horror on the PC 


the ore where Earth Control 

sends you to investigate the 
radio silence on Mars, but they 
don't give you any firearms and 
you find the place infested with 
zombies? Well, maybe not every- 
one has that dream, but playing 
Martian Gothic is close enough. 

The Enigma mission begins on 

June 17, 2019, as your team of 
three specialists lands on Mars to 
discover the cause of the radio 
silence from Vita base. Marten 
Karne (weapons specialist), Kenzo 
Uji (infomesher), and Diane 
Matlock (microbiologist) are sent 
on the Enigma mission. They arrive 
to find the base’s crew dead—well, 
somewhat. Vita base is teeming 
with zombies. Unlike the usual 
game based on zombies, Martian 
Gothic is definitely not an action 
game. There's plenty of zombie- 
bashing, but the game’s main 
strength is the plot. A professional 
science fiction writer, Stephen 
Marley, is responsible for the 
scripting and dialogue. As a 


pi: you just hate that dream, 


result, the writing in Martian 
Gothic is surprisingly good. 

While the speech is a marked 
improvement upon the similar 
Resident Evil games, some of the 
voices are simply too dry. Perhaps 
this is an attempt at characteriza- 
tion (or trying to avoid the over- 
acting of RE), but it doesn’t help 
to draw you into the game. The 
zombies you'll encounter are 
always more of an obstacle than 
an engaging element or addition 
to the gameplay, yet without them 
it would be too monotonous. Add 
the occasionally sub-par voice 
acting and it becomes more diffi- 
cult to be sucked into the world. 

Anyone familiar with the basic 
Resident Evil survival-horror 
gameplay formula should be com- 
fortable with Martian Gothic. All 
the controls can be handled via 
the keyboard, but the game plays 
better with a gamepad. Aside from 
moving and firing, there isn’t 
much to do other than kicking the 
pesky crab-like Extrudes or 
Zombie throwing. Controlling 
three characters is interesting, but 
it boils down to leaving characters 
in safe spots when you aren't 
using them and getting the right 
items to the right characters. This 
is undoubtedly an adventure 
game first, despite the significant 
action presence, as most of your 
time is spent solving puzzles. 

Most of the puzzles are based 
on finding and using items. As 
such, the puzzles are often convo- 
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[above] | wonder what happens if | 
set this on fire?.... 


[right] Trimorphs have a habit of 
killing you the first time you find 
them. 


Revenge is sweet. 


luted. Although most are not par- 
ticularly hard, some are tedious 
Fed Ex “deliver this here” types. On 
the other hand, some of the puz- 
Zles tie into the plot and setting 
quite well, but lack variety. 
Interestingly enough, Martian 
Gothic actually explains why the 
items are hidden in obscure loca- 
tions, and it makes sense within 
the setting. 

Combat doesn’t add much to 
the game, with a few notable 
exceptions. Zombies always get 
back up, so ammo conservation is 
critical—sometimes you're better 
off taking a little damage than fir- 
ing your weapons. Martian Gothic 


Bugs, some unnecessary console 
adaptations (saving and replaying). 


has relatively few bugs, but every 
problem encountered resulted in a 
setback. There are several bugs 
that will kill you outright, such as 
a zombie biting you even though 
he’s on the other side of the room. 
Also, there are a few situations 
that can require you to start over. 
While Martian Gothic won't 
appeal to everyone, it is a fun 
diversion. You may be disappoint- 
ed if you pick this title up expect- 
ing to play Resident Evil, but the 
story makes it a worthy entry into 
your adventure game library, as 
long as you don’t mind a bit of 
button-pushing action in your 
adventure. —David Ryan Hunt 


* 0OO2 ¥AGWILdIS 


Join the discussion at http://w 


. za « ahs Te ee I En ae Pe ~ fiAinkh W172 
VW w.camaq.com/Home/ rTorum=/cai-pDin/ WebAr 


» SAWVD YILNdWOD 


* COMPUTER GAMES °* SEPTEMBER 2000 


C2 


Internet, 8 players via LAN 


all Wait ary aie ime 


3 4 y 5 
& Fire only on Fedevation tare 


A Klingon light cruiser shreds a Federation starship. 


[right] Asteroids haven’t looked this good since the days of the original Wing 


Commandet.... 


Close... but not quite 


odern flight simulations and 

space sims are really very 

similar. There is, however, 
one defining difference: flight sims 
tend to wallow in painstaking 
detail. While space sims tend 
towards the simple, with more 
emphasis on giving your trigger 
finger a workout, flight sims often 
make you read a 400 page manual 
just to figure out how to land. Star 
Trek: Klingon Academy makes an 
attempt to bridge the gap between 
these two styles of games, by 
melding flight sim-style detailed 
control with space sim-style 
action. There’s a slight twist, how- 
ever—you pilot a starship with a 
crew of several hundred rather 
than a one-man fighter. 

Klingon Academy is set before 
the movie Star Trek VI: The 
Undiscovered Country, and fea- 
tures Christopher Plummer 
(General Chang) and David Warner 
(Chancellor Gorkon), reprising 


Interplay 


TS 233Mhz, 


IPLAY. R 6 players via 


their roles from the film. For a PC 
game, the general quality of the 
acting is extraordinary, although 
there are some characters that 
seem a bit overdone. Klingon 
Academy takes you on a guided 
tour—as a student—through a 
Klingon military school. [And you 
thought West Point was hard- 
core... —ed.] You are the son of a 
respected Klingon, and you have 
enrolled in the Academy hoping to 
become a warship captain. 
General Chang is the head instruc- 
tor, and he will be a constant 
presence, before and after the 
Academy. In preparation for war 
against the Federation, the 
Academy takes you through a sim- 
ulated offensive across the neutral 
zone and into Federation space. 
The story is the central focus of the 
game, and it seems that Interplay 
put a lot of effort into creating it 
(there are five CDs with nothing 
but cutscenes on them). While the 
result isn't as breathtaking as the 
best of the Star Trek movies, it is 
genuinely enjoyable to move 
through the dual plots of the sim- 
ulated war with the Federation and 
an imminent Klingon civil war. 

If you're not acclimated to the 
Star Trek universe, have no fear; 
the game does a good job catering 
to the non-trekkie crowd. Before 
each mission in the Academy, 
General Chang gives a lecture on 


Detailed control of your ship, good 
acting and dialogue. 
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Klingon warriors, speaking of 
honor, loyalty and duty. By the 
time you are halfway through the 
game, it’s quite likely that you'll 
possess an excellent understand- 
ing of what it means to be a 


' Klingon. It’s commendable that 14 


| Degrees East has managed to cre- 


English dictionary by their PC. 


“Captain! | have reports 
of hull ruptures across 


| all decks!” 
What makes Klingon Academy 


ate a Trek game that can appeal to 
people who don't have a Klingon- 
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frustrating quirks, too much joystick 
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Star Trek: Klingon Academy 


special is its scale. Piloting a 
cruiser with a crew of 400 is an 
interesting experience, to say the 
least. In order to control the vari- 
ous aspects of your ship you must 
make use of the Verbal Order 
System (VOS), which sits across 
the bottom of the Heads Up 
Display (HUD). This is a basic, 
branching numerical order sys- 
tem. For example, hit 2 to access 
the helm, 4 for impulse speed, 
and then 1 for full throttle. While a 
little complexity is unavoidable, 
as you need to navigate a host of 
commands, it can sometimes be a 


General Chang will quickly become a familiar figure, as he appears in over a 


dozen cutscenes. 


little too complex in the heat of 
battle. It is all too easy to end up 
sending the wrong order, with 
disastrous consequences. Hotkeys 
for common orders help a lot in 
this area, at least. 

Ship control is extremely 
detailed. Aside from the standard 
functions found in most space 
sims, you also have to worry about 
security, medical, damage control 
and overall power management. 
Every ship has a unit of marines on 
board for both offensive and 
defensive purposes. Although it is 
unlikely you will ever need them 
for defense against the computer, 
you can use them to capture 
enemy ships and save yourself the 
trouble of slowly chewing your 
way through their hull. As for 
medical, both marines and stan- 
dard crew gain experience with 
use, and you can view their cur- 
rent status in the medical station. 
Over time your crew will increase 
in rank (green, experienced, hard- 
ened, veteran, and finally elite). 
Your marines are a different 
story—most players will finish the 
game with a squad of green 
marines, but with frequent use 
your marines too can become an 
effective weapon in any battle. 

If you are extremely lucky—or 
skillful—you can earn elite offi- 
cers. These are unique members of 
your crew that enhance specific 
areas of your ship. Aside from 
viewing the status of your crew, 
medical has another rather obvi- 
Ous use. Every weapon that con- 
tacts the hull of your ship has a 
chance of wounding or even 
killing members of your ship’s 
crew (marines never die from this 
damage, those tough bastards!). 
Your warship’s effectiveness 
decreases with each casualty. 


“I’ve got the power!” 
Wounded staff can be healed, but 
that requires you to allocate pre- 
cious power to your medical facili- 
ties, which leads to the heart of 
Klingon Academy: power manage- 
ment. Power levels can be adjust- 
ed for everything, and effective 
power management often deter- 
mines the outcome of a battle. 
Initially, there are eight macros for 
every ship: Battle-Standard, 
Battle-Offensive, Battle-Defensive, 
Stealth, Hunt for Cloaked Ships, 
Withdraw and Repair, Repel Enemy 
Marines, and Warp Out. While 
each setting serves its purpose, 
you definitely need to customize 
some of the specific settings. By 
the time you pop the fourth CD in 
the drive, you'll likely be hurting if 
you don t make your own macros 
for certain situations. 

Aside from simply activating 
and deactivating systems, you 
have to also adjust the specific 
power allocation for each system. 
Sacrificing impulse speed for 
shields is usually a fair trade, but 
making the same trade for weapon 
power is likely to be a foolish mis- 
take unless you know exactly what 
you are doing. Unlike most space 
sims, in which skill with the joy- 
stick determines your success, here 
the focus is on properly caring for 
your starship. 


“What does this 

button do?” 

As you train to become the captain 
of astarship, Klingon Academy 
slowly takes you through the vari- 
ous ship functions. Unfortunately 
this training suddenly comes to a 
halt after the basics of flight. The 
Academy stops teaching you how 
your ship works right when it gets 
to the most important areas, a 


Note the tiny boxes within the ship’s sights—that’s your target. At first it is 
difficult to figure out which side of the planet it is on. 
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New pilots must learn to use their warp drive on a regular basis, or they will 


spend a lot of time flying to targets. 


[below] Engineering allows you to activate or deactivate systems, but it is 
incomplete—you must return to the HUD to adjust specific power levels. 
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serious drawback. While the game 
shouldn't hold your hand through 
every step, it should go over the 
fundamentals of power manage- 
ment at the very least. The manual 
merely compounds the problem. 
Not that the writing in the manual 
is poor—quite the contrary. 
However, it often tends to be too 
descriptive, while till neglecting to 
give you the necessary hard tech- 
nical data. Sure, you may have 
intimate knowledge of the cloak- 
ing device by the time you've fin- 
ished its multipage description, 
but you still won’t know how to 
toggle your cloak on and off. 
Eventually, you'll learn the basics 
of power management, but a bet- 
ter manual would definitely accel- 
erate the process. 


“I can’t read Klingon!” 
Klingon Academy has the potential 
to be a great game, but a variety 
of faults place it firmly in the 
“average” category. It’s truly a 
shame to see a game that could 


BEBERERE! 


RERILAWLE BEXERVE 
PowEe 


a 


POWER 
CLWSUMP TION 


oe 
AAAA 
AAA 
AAAAA 
AA 


MOVERERT 


have excelled end up amidst the 
majority of games that can’t be 
universally recommended. There 
are just too many problems to 
excuse. 

One of the boasted features in 
the game, for instance, is a wide 
variety of space terrain, from stan- 
dard asteroid belts and nebulae to 
planetary rings and gas giants. 
Unfortunately, just about all of 
this detracts from the gameplay 
experience. Flying inside a gas 
giant is a horrible experience. Even 
finding your way out can be 
incredibly difficult, if you have 
escorts. Unlike you, they can’t 
handle the terrain, and they will 
get themselves killed unless you 
plod along at an incredibly slow 
pace (they don’t adjust their 
shields to compensate for the ter- 
rain damage). Most of the terrain 
isn't much better. Asteroid belts 
are like humongous meat-mashing 
factories for Al ships. While you 
can navigate an asteroid field with 
ease, if you let your escorts get 
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anywhere near asteroids you can 
kiss them goodbye. The same goes 
for your opponents—chasing them 


front shields. The problem with 
this little game of interstellar 
chicken is that they almost never 


tifying the location of a specific 
target on a planet is not an easy 
task, and will often require several 


approach to combat (perhaps in 
the manner of Interplay’s other 
starship combat title, Starfleet 


1 


eked into asteroids makes for an easy | turn in time, and it takes every- minutes flying around the planet | Command) might help maintain 
_ kill, as it seems that any contact | thing you've got to evasively in search of the facility. Targeting 1 the feel of commanding an enor- 
with an asteroid equals instant maneuver a dreadnought. These the facility is simple enough, but | mous starship. 
death. The Al so ineptly handles ' collisions don’t extend just to your : actually locating those small tar- Aesthetically, Klingon Academy 
terrain that you don't need to be | ship, either—carefully observe a geting boxes on the surface of the ' is a mixture of good and bad. 
cunning to defeat them. 1 heated battlefield and you'll wit- planet is another matter. You had Starships are incredibly detailed, 
- better hope that your framerate with chunks of ships blowing off in 
ee stays steady while you are search- combat if you focus your weapons 
ing—if the game starts to chug, on a specific area. Take one look at 
you might wind up taking a head- | the asteroids or the inside of a gas 
er into the ground. giant, however, and you'll see the 
bad side of the graphics. Even with 
“Captain! She can’t take ' a system surpassing the recom- 
much more of this ' mended specs you'll probably 
framerate!” need to turn down the detail levels 
Finally, there are two issues that are | to get a playable framerate. Since 
loosely related—framerate and the the license for the music from Star 
flight model. Klingon Academy Trek was not available, an original 
can be quite fickle, and sometimes |! score had to be created. The quali- 
performs poorly, even on systems ty of the music and voice-overs is 
that meet or exceed the recom- superb, really helping to create 
mended specs. More importantly, the mood, while other sound 
the flight model in the game just effects are merely adequate. 
Dreadnoughts possess devastating firepower. 
[right] Avoid firing at the sides of a ship, as it is much easier to target the top = 
or bottom. 2.4: 545 
t Mission Objectives 
5 Destroy Scouts in Petras 
Collisions are a serious problem ness enemy ships colliding with a. a 
throughout the entire game. Inthe | each other. Oh, and nothing beats 2 
early stages, a single collision will parking to make repairs, only to 
devastate your small ship and have a friendly ship slam into you 
barely damage the enemy, and it a minute or two later. This hap- 
is unlikely that you will have the pens on a regular basis. 
flight experience to be able to Another serious drawback lies in ees 
avoid collisions. Later, your pow- planetary bombardment. Like 
erful battle cruisers are so slow asteroids, planets are a collision 
that you have no chance of avoid- threat. It is possible to chase ene- 
ing an incoming hostile. The mies into planets for easy kills. 
enemy's favorite tactic is to fly Planetary bombardment is either 
away from you while you are in quick and painless or slow and 
pursuit, then rapidly turn around tedious, depending on how lucky doesn't fee/ right. That may sound If only... 
and fly head on to attack your you get. For the new player, iden- | odd, but the way combat is han- Klingon Academy is essentially a 
ecsuemians dled detracts from the “starship ' long series of ups and downs. It 
experience. After all the effort ' starts off on a good foot, but then 
expended to make you feel as it declines and eventually recov- 
though you were commanding a ers. If we rated individual parts of 
starship, it feels a bit out of place the game, we'd give them any- 
© to have to jerk the joystick around thing between two to four stars. 
ni and pound on the trigger to fire While the final result is by no 
rr your weapons. The image of these means entirely bad, it’s easy to see 
a et Ships (8/9) massive warships in constant turn- | how it could have been a lot bet- 
Pr Feo dervons ax Goivp ing battles, pelting each other ter. The game is a step above its 
"4 endlessly with their weapons and predecessor, Starfleet Academy, 
ws colliding with everything that but there are better starship sims 
_ moves just doesn’t jive with the out there (Starfleet Command, for 
ci fiction. It almost certainly fails to instance). The bottom line is that 
> mirror what Gene Roddenberry ' Klingon Academy is not for every- 
: EE envisioned when he created Star one... Trekkies may love it, but 
— Lean Trek, and it is definitely nothing everyone else may have trouble 
like the ship-to-ship combat from seeing past its quirks and frustra- 
the movies. A more tactical tions. —David Ryan Hunt 


Join the discussion at www.cdmag.com/cgi-bin/WebxX?13@@.ee6f548 
Download the demo from www.cdmag.com/articles/026/134/klingona_demo.html 


“The weak shall fall prey to the strong.” 
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imperium Galactica Il: Al 


Better than the original, but still lacking 


he original /mperium ! 
] Galactica was an overly | 

ambitious title. It tried to | 
combine the grand-scale strate- 
gy of 4X space-ploitation games 
with Command and Conquer 
style ground combat and (as if 
that wasn’t enough) tossed in 
some SimCity-ish colony design 
for good measure. Each of these 
elements wound up inferior to 
those found in more focused 
titles, and while the game had 
an interesting story arc, its com- | 
plete lack of replay value 
doomed it to obscurity. 

Imperium Galactica II: Alliances 
has significantly improved on its 
predecessor in several ways. Most 
importantly, the game offers three 
single-player campaign races, 
each of which has a distinctive 
feel. The Kra’hen, for example, are 
raving militarists, while the Shinari 
focus on the subtleties of espi- 
onage and diplomacy, and the 
Solarians (humans) are technolog- 
ically supreme. Better still, each 
Alliances campaign begins with a 
randomly generated starmap, 
another necessary change from the 
original. Story elements are also 
randomized. While the main arc 
for each race is constant, minor 
events change from campaign to 
campaign. Taken in combination, 
these improvements create signifi- 
cant replay value. Alliances will 
spend a lot more time on your 
hard drive than its one-shot pre- 
decessor did. 

Another excellent feature is 
the game’s “autobuild” function. 
Many 4X games offer colony 
management assistance, but 
none have done it better than 
Alliances. Each planet can have 
separate autobuild settings that 
focus on civilian construction, 
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military buildings, research, 
defense, and so on. Priority tog- 
gles help ensure that backwater 
planets far from the frontier 
don't consume your entire bud- 
get. As your empire grows, the 
autobuild function becomes 
more and more important, free- 
ing you from tedious colony 
management and allowing you: 
to focus on the big picture. Yes, 
if you want to take the time, you 
can probably do a better job 
yourself—but not much better. 

True to its name, Alliances also 
offers an above-average diplo- 
matic and espionage model. 
Neighboring races are quick to 
take advantage of any perceived 
military weakness (after all, it’s 
faster for them to steal your 
colonies than build their own 
from scratch), but they respect 
equals and grovel before superior 
strength. Trade and research 
accords, non-aggression pacts, 
alliances, and the like are all pos- 
sible. Spies are very well imple- 
mented, with missions that range 
from sabotage to counterintelli- 
gence to assassination. As your 
agents increase in level, new, 
harder missions become possible, 
but there is always a chance that 
they will be captured by their 
target and killed or converted 
into double agents. 

Despite these definite pluses, 
though, Alliances is hamstrung by 
some pretty big problems. 
Multiplayer mode, quite frankly, 
is a joke. Both space and ground 
battles are auto-resolved by the 
computer instead of being fought 
out tactically. At a stroke, this 
eliminates the entire reason for 
playing a multiplayer game—if 
you can’t personally smash your 
enemy's forces and show off your 
superior ship design and tactical | 
skills, why bother playing at all? 

Worse yet, Alliances suffers 
from badly designed graphics. : 
While the cutscenes and message 
screens are adequate, space com-__| 
bat is poorly implemented. The 
long range of most weapons com- 
bines with the small size of the 
ship graphics to create a real 
mess. If you want to see both your 
fleet and that of the enemy at the 


Upside Random starmaps, multi-end- 
ing story arc. = = 


CES 


Downside Weak graphics, poor Al. 


lian 


same time, you have to zoom out 
quite a bit. However, at high zoom 
levels the fighters are completely 
invisible and even supposedly 
immense battleships are reduced 
to small dots. What should be a 
grandiose clash between giant 
fleets is reduced to insignificance 
by the graphics engine. Colony 
graphics are also pretty unspec- 
tacular. The color palette goes 
heavy on “dull,” and you’re likely 


rede wart 


to find yourself missing the some- 
what cheesy (but bright) build- . 
ings from the first game. 

Ground combat is another 
weakness. RTS games have made 
big strides in sophistication since 
Imperium Galactica was released. 
However, Alliances has never 
heard of waypoints, formations, 
good pathfinding, or unit group- 
ing. The Al is also pathetic. 
Enemy tanks will advance on 
your forts strung out in long 


columns, allowing you to blast 
them into oblivion one by one. 
When the computer is defending, 
it generally hides its tanks 
behind its own forts, where their 
weapons are useless, and does 
nothing with them until you’ve 
reduced the static defenses into 
rubble. While the concept of 
fighting ground battles in 4x 
games is a good one, in Alliances 
its implementation is more of an 


[top] The Genesis device has nothing 
on this baby. Numerous cutscenes 
(like this shot of a Shinari terraformer 
in action) add interest to the game. 


[left] While you can freely rotate and 
zoom the map, planetary surfaces 
and buildings aren’t very pretty 


afterthought than an integral 
part of the gameplay. 

In short, Imperium Galactica II: 
Alliances is much like the original. 
The premise that underlies both 
games (give the players total con- 
trol of every aspect of their 
empires) is an exciting one, but its 
implementation falls short again. 
Alliances is better than its prede- 
cessor, and its potential is obvi- 
ous, but potential just isn’t 
enough. —by Dave Markell 


Join the discussion at www 
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driving distance 
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Beating par byam 


long, long, time ago in a land 

far, far, away (Seattle) a com- 

pany called Sierra made the 
highest quality PC sports titles. The 
company’s Front Page Sports line 
helped revolutionize the entire 
genre. Alas, those days are set 
firmly in the past. Front Page 
Sports: Football and Baseball are 
dead and now Sierra Sports mainly 
focuses on auto racing, hunting, 
fishing, and bull riding games. 
However, the Front Page legacy 
hasn't completely vanished. PGA 


Championship Golf 2000 is the ny 


lone remnant of the original Front * 
Page line, and if Sierra Sports had 
continued to publish sports games 
as good as this one, the company 
might not have had to pull the 
plug on its other sports franchises. 
Simply put, PGA 2000 is one hell 

of a golf game. 


One smooth stroke 
Nowadays nearly every golf title 
has some form of “mouse swing” 
design but they always fall shy of 
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In his first two Tour events, Tiger Woods has a third place finish and a second 
place finish to get with about $180,000 in earnings. 
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pos 1 2 3 4 5 6 score 
3 673 «6G «68 5 
69 68 70 66 14 


winnings 
#38752 
$145040 


all-around stats 
player stats 


print 


the mark set by Sierra's TrueSwing 
interface. The reason is simple: 
with TrueSwing you move the 
mouse (and hence the club) in 
real-time. There is no delay. If you 
move the mouse back slowly, the 
club moves back slowly. This pro- 
vides more “feel” to the swing 
than any other golf game in exis- 
tence. However, in past versions of 
the PGA line (formerly known as 
Front Page Sports: Golf), the 
tempo of the swing didn’t matter 
much at all. As long as you moved 
the mouse in a relatively straight 
line the ball would go where you 
wanted it. In PGA 2000, tempo is a 
vital component for good shot 
making. If you swing too fast, 
chances are the ball will either 
hook or slice. The best way to 
approach the swing is to imagine 
you are really on the course. A 
smooth swing with an accelerated 
downswing is the best course of 
action. As a result, “TrueSwing 3” 
is far superior to its predecessors; 
you can use it in either a horizon- 
tal or vertical motion and you can 
even adopt to play the game with 
the old Tri-Click method if 
TrueSwing is too difficult for you. 
It should be noted that PGA 
Championship Golf 2000 is a diffi- 
cult game. With the improvements 
made to TrueSwing, developer 
Headgate Studios has made it 
much more difficult to shoot low 
scores. Even if you are an experi- 
enced TrueSwing player, it may 
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Outstanding and authentic swing 
method, 13 courses and an editor, 
solid season mode, nice graphics. 
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Replay Shot i 


A few bugs need squashing, the caddie 
needs to be fired, annoying announc- 
ers, multiplayer only via WON.Net. 


Now that will lead to a sinkable birdie putt! 
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“True Swing has been tweaked so now you have to develop good tempo 
as well as find the sweet spot to hit good shots. Graphics have also been 
tweaked and now, the game looks even better. My only problem is, like 


the real thing, finding enough time to play!” 
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—Michael T. 


“This game is awesome! Sierra delivers a great sports game. Go figure!” 


take some time to get used to it 
before you can challenge the Tour 
players in the game. Thankfully, 
there is a driving range option that 
allows you to spend as much time 
as you like perfecting your swing. 
Another revolutionary idea that 
made its debut in last year’s PGA 
99 was “ReadyColf.” In 
ReadyGolf, you play the hole from 
tee to green without waiting for 
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—Nicholas McFarney 


the computer (or human) oppo- 
nents to take their respective 
turns. This speeds up the game 
tremendously. You can disable 
this feature to view everyone’s 
fairway shots if you so desire. 
ReadyColf was introduced last 
year with a lot of problems. The 
biggest was that, at times, players 
would stand in the way of a shot 
making it impossible to see where 


Another weird glitch in the game; the “Pot Bunker” bug can lead to some 


awkward momerts. 


you were hitting; this was espe- 
cially frustrating when on the 
green. Thankfully, this has been 
fixed and it finally plays the way it 
was intended as players mark their 
balls and get out of putting lines. 


There’s always next year 
Perhaps the most significant 


own seasons from scratch. You can 
even choose to start at the 
Amateur level and work your way 
up to the Professional level (and 
with the game being as demand- 
ing as it is, that’s not a bad idea). 
You can determine purse totals, 
cut demands, conditions for the 
course per round, etc. Add this to 


player wins the most holes. This 
mode will crash from time to time, 
usually near the end of a match 
when things are already decided. 
Headgate is well aware of both of 
these quirks and the company 
promises that these issues will be 
addressed in a patch. 

Aside from bug problems, the 
biggest annoyance in the game is 
the sound. The atmosphere isn’t 
the problem. The galleries roar, 
moan, and generally behave like a 
real gallery. You can even hear the 
gallery roar far off in the distance 
when another player does some- 
thing miraculous. The problem is 
in the color commentary. It’s 
almost identical to last year’s 
game. Not only do they say a lot 
of the same things, they still have 
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ered a major selling point. Most of 
the courses available are real cours- 
es but there are a few fantasy 
courses thrown in for good mea- 
sure. Each course was designed 
using the editor that ships with the 
game. In fact, the folks at Headgate 
did not design many of the courses. 
Fans of PGA 99 that are known 
throughout the virtual golfing 
world as top-notch course design- 
ers created many of the courses in 
the game. Each course looks fabu- 
lous and shows the true power of 
the course architect program. 

It's difficult to fully assess the 
architect program in a review, but 
it operates in a very similar fashion 
as it did in PGA 99. The big differ- 
ence between this editor and the 
editors in other golf titles is that 


Player Big Daddy Abner _, 
hole 6 (par 3_ 
Stroke 1st __ 


The replay views are gorgeous and really provide a sense of “being there”. 


improvement when comparing 
PGA 2000 to last year’s title is the 
season-to-season mode. It’s diffi- 
cult to classify it as a career mode 
as the golfers do not age from 
year to year, but no game has ever 
reproduced the feeling of compet- 
ing in multiple Tour seasons better 
than PGA 2000. 

Here is how it works. Each sea- 
son has a set number of events 
(the season the game ships with 
has eight). You compete in any of 
these events that you wish. If you 
feel like skipping the event held at 
Princeville because that particular 
course gives you a migraine just 
thinking about it, you can opt to 
sit out that weekend and start 
anew the next week at Royal 
Birkdale. Each event is very differ- 
ent in total prize money offered, 
the conditions needed to enter, 
and how it handles the cut. In 
some events the top 50 or so play- 
ers advance, while in others it may 
be a set number of strokes behind 
the leader, etc. 

The nifty part is that the game 
tracks stats for every golfer on the 
Tour, as well as course stats and 
player rankings. The game allows 
you to create computer golfers 
from scratch (you can also indi- 
cate that you want the computer 
players to learn and improve over 
time), but it doesn’t ship with any 
real PGA pros. You can, however, 
download a file that has every 
Tour Professional from the 2000 
season from the good folks at PGA 
Central (http://pga99.coursede- 
pot.com/newpga.zip). 

The most exciting part of all of 
this is that you can create your 


the user-friendly course editor 
(some super user-made courses 
are already popping up online) 
and you can play long seasons 
spanning several events—just like 
the real PGA Tour. 

There is one aspect of season 
play that some players may find a 
tad annoying. There is a no for- 
giveness rule once you begin a 
round during a season event. 
What that means is that once you 
start a round during a season, you 
must finish the round or face dis- 
qualification. This goes for saving 
a game in progress, as well. You 
must play all the way through the 
round (18 holes). This was put in 
the game to prevent players from 
starting over if they double bogey 
the first hole. While this makes 
perfect sense in an online game, 
it's a bit stifling for the solo 
gamer. Just make sure you have 
time to finish your round before 
teeing it up. 


In need of a Mulligan 

Even the best games have a few 
glitches here and there and PGA 
2000 is no exception. There are a 
few bugs that hamper things a bit. 
The most noticeable bug appears 
when you check the driving dis- 
tance leader board during a sea- 
son. Each CPU golfer averages 100 
yards less than what he/she 
should—Tiger Woods averaging 
169 yards per drive just doesn’t 
seem quite right. The next bug 
pops up from time to time when 
you are playing a Match event. A 
Match is a head-to-head event 
where the overall score doesn’t 
matter—it all boils down to which 
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Holes like this make you want to strangle the course architect. 


a tendency to tell you if the ball 
will catch a hazard seconds before 
it actually does. If you hit a ball 
that is going near a sand trap, the 
announcer will tell you it’s going 
to be bunker bound while the ball 
is still in flight. It’s not so bad 
when it’s obviously going to be in 
the sand, water—whichever. But 
it's those close calls that are 
stripped of any suspense that 
affects the game. 

Last but not least, there is the 
caddie system. The virtual caddie 
is a complete idiot. It will suggest 
clubs that, if used, are sure to fly 
the ball 20-30 yards over the 
green. This happens nearly every 
single hole. When using an iron, it 
is best to ignore the caddie’s 
advice all together and stick with 
the basic club yardage markers. 


Courses for everyone! 
The game ships with 13 courses and 
that fact alone should be consid- 


Join the discussion at: 


you design the entire course lay- 
out—not just individual holes. This 
adds a lot of uniformity to the 
course. When you add this to the 
fact that the editor is much more 
robust and fine-tuned this year 
it’s easy to get excited about the 
possibilities. Even a novice course 
designer can throw together an 
18-hole course in no time by using 
the Course Wizard. But the editor 
is also powerful enough for virtual 
Jack Nicklaus’ to fine-tune the 
details to meet their needs. 


Just buy it already 

PGA Championship Golf 2000 is 
arguably the best computer golf 
game on the market today. It has 
believable physics, good graphics, 
a powerful editor, season play, 
loads of options, and the best 
swing method in the biz. If you 
love computer golf, you would be 
crazy not to give this game a try. 
—William Abner 


www.cdmag.com/cgi-bin/WebX ?13@@.ee72837 
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Fly!2K 


Trying to get upgraded to first class 


he original Fly! hit store 

shelves in July °99. Although 

it debuted with some minor 
bugs, the product still managed 
to hold its own against several 
other competing titles in a tough 
simulation market. Now, 
Terminal Reality—the developers, 
have gone back and addressed 
some of the issues associated 
with that early version and 
rounded out some of the game’s 
features. The resulting stand- 
alone product has aptly been 
dubbed Fly!2k. Thoughtfully 
most of the upgrades are avail- 
able to previous owners of Fi/y! as 
a series of downloadable files on 
the company’s website 
(www. iflytri.com) or preferably, 
players can get Fly!2k on CDROM 
when they send in their old disk, 
plus a small shipping fee. What 
is new about Fly/2K? This latest 
incarnation adds three new utili- 
ties, some database enhance- 
ments, and some bug fixes. 


Developers 
icine) aati 


~ 200 MHz 


Pentium or higher, 32 MB RAM, 4X CD- 


ROM, 3D accelerator strongly recom- 


mended. 
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Examined individually, each new 
addition may not sound like it 
merits a new program, but 
together they have given the old 
Fly! a new set of wings. 


Seeing Your Instruments 
The main program itself, Fly/2K is 
almost indistinguishable from its 
predecessor—only a couple of 
differences separate them. The 
first is an IFR panel for the Cessna 
172R. Because of the size of the 
original panel, flying IFR could 
often become life threatening if 
pilots scrolled the screen too far 
and lost sight of the primary 
flight instruments. Now all that 
is required is a touch of the Ctrl+1 
keys and all of the instruments 
are more easily kept within the 
pilots view. Overall the highly 
detailed instrument panels are 
clearly visible, accurate, and 
completely user clickable. One 
adverse issue that F/y/2K hasn't 
fixed on the instrument panel is 
the attitude indicator. The artifi- 
cial horizons don’t always move 
proportionally in response to air- 
plane control input. This “ratch- 
eting” effect can make smooth 
control of your aircraft difficult 
during poor weather conditions. 
Unfortunately this phenomenon 
seems to occur regardless of CPU 
speed, type of graphics card, or 
API used. 

Fly!2K also incorporates some 
database changes that are a little 
less perceptible than a new 


Upside Cool utilities, great weather 
effects, upgraded graphics. 


Fly!2K’s bad weather near DFW. 
[left] Actual weather near DFW. 


[right] Skimming the tops of a scat- 
tered layer of puffy white clouds. 


instrument panel or pop up 
checklist window. The largest 
addition is a higher terrain mesh 
resolution. This allows mountain 
ranges to look more true to life, 
looking less like generic bumpy 
ground and more like represen- 
tations of the actual landform. 
The navigation aids and commu- 
nications frequencies have also 
been updated and are accurate 
as of late 1999. Finally, Fly/2k 
now includes the ability to cus- 
tomize scenery with the develop- 
ers’ editing tools being included 
on the CD (PC version only). The 
editing tools can be great fun, 
especially if you always wanted 
to add your house, hangar, or 
even your office building to your 
Fly!2K world database. Be 
warned though, these tools are 
not for the novice. Save yourself 
some frustration and read the 
instructions before you start 
playing around with them. 


How’s the weather? 

The weather in the original Fly! 
boasted some of the most realis- 
tic looking clouds in the indus- 
try. Fly!2K seeks to improve 
upon this by upgrading the 
atmospheric effects in the simu- 
lation by using a small utility 
called Sky! SE. Developed by 
“How in the World?,” this pro- 
gram must be run prior to using 
Fly!2K in order for the new cloud 
effects to be seen. The results of 
Sky! SE are very convincing. The 


grrr i 


Downside Utility integration could be 
better, some minor bugs still remain. 


tops and bottoms of cloud decks 
are rendered with startling real- 
ism. Skimming along the tops of 
a scattered layer of puffy white 
clouds is now possible and the 
overall effect is as close to the 
sensation of actually doing it as 
a PC sim can get. Thankfully, the 
pretty new effects rendered by 
Sky! SE do not seem to impact 
the sim’s frame rate. Best of all, 
Sky! SE contains an option to 
generate clouds based on 
imported weather information, 
so pilots who like to fly in condi- 
tions based on actual weather 
reports need only configure the 
program once. The downside to 
all this is that you must install 
and configure Sky! SE outside of 
the Fly!2K, so be sure to preflight 
your cloud generation system 
before flying. In a short test 
using Sky! SE and Fly!2k, the 
results were amazing. (The com- 
bination of programs successful- 
ly recreated similar looking flight 
conditions on my computer as 
the weather | was seeing outside 
of my window. ) 


The weather report 

All of the current crop of “pro- 
fessional” flight simulations have 
mechanisms to import real world 
weather and now Fly/2K does 
also. Like Sky! SE, INfoMETAR is a 
stand alone program that gath- 
ers current METAR (The METAR 
acronym roughly translates from 
the French as Aviation Routine 


Weather Report) information and 
reformats it so that it can be 
used by Fly!2k. This utility is 
completely independent of the 
main Fly!2K program and must 
be run before creating your sim- 
ulation session. The interface is 
not quite as streamlined as the 
others found in this package, 
and will probably require users 
to do some reading prior to 
gathering their first weather 
report. Another small glitch is 
that the default directories for 
INfoMETAR and Fly!2k’s weather 
information are different and 
require players to switch back 
and forth when saving and load- 
ing their weather. While this is 
not an insurmountable problem, 
it can be very inconvenient. 
Unfortunately, /nfoMETAR was 
not always successful in down- 
loading current the METAR infor- 
mation. The results of weather 
download attempts can vary 
greatly, from first time success to 
system hang up. /nfoMETAR is 
an average application at best 
that could stand some improve- 
ment to keep up with the rest of 
Fly!2k’s updated package. 

With Fly!2K, Terminal Reality 
has included the popular voice 
chat program Roger Wilco from 
Resounding Technologies. Roger 
Wilco is an outstanding little 
application that allows players to 
talk—real time—while flying. The 
voice quality is first rate and 
installation is simple and quick. 
For gamers not familiar with Roger 
Wilco, it has been around a while 
and is a time tested utility that 
online gamers have been using 
reliably for some time now. Like 


The satellite imagery used in Fly!2K makes it easy to spot the shuttle runway 


Northeast of Los Angeles CA. 


the other Fly!2K add on programs, 
Roger Wilco must be run indepen- 
dently of the main program. 


Hey, | want to land! 

All of the new features make 
Fly!2K much more realistic and 
enjoyable but there are a couple 
of small rough spots. The Air 
Traffic Control (ATC) model in 
Fly!2K adds a lot to the simula- 
tion. The only major flaw is with 
the absence of a “cleared to 
land” clearance from the tower. 
This is a required clearance as 
per the Federal Aviation 
Regulation’s and must be 
repeated back to the operating 
tower facility by the pilot. Do 
not confuse this with the 
“cleared for approach to land” 
clearance given the simulation. 
Aircraft must specifically be 
cleared to execute the approach 


[right] The map mode features a readable aviation sectional chart. 


[right] Through the bad weather to a safe touchdown. Fly!2K’s airports are 


good representations of the real thing. 


[below] Once you break out of Fly!2K’s realistic looking cloud layers you should 


see something like this. 


and also be cleared to land. 
Other than this glaring oversight, 
Fly!2K simulates the rest of the 
ATC system nicely. 

Fly!2K is a strong contender in 
the flight simulation market. 
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Incorporating the latest fixes and 
a few new utilities, the promise 
of an engaging and realistic 
flight simulation that was inher- 
ent in Fly! has now been realized. 
At its core Fly!2k is really an 
upgraded Fly! with a couple of 
cool utilities thrown in. For sim- 
plicity it would have been nice if 
all of these features were incor- 
porated into the program’s 
interface, but what is there 
works. Although technically rich 
in content (read: can be some- 
what complicated), Fly/2K has 
skillfully captured the feel and 
sensation of VFR and basic IFR 
flight. If you are serious about 
civilian flight simulations and 
your collection includes Fly/— 
Fly!2K is a “must have” upgrade. 
If you held off buying Fly! until 
now, and you're in the market 
for a new flight experience that 
includes some of the most realis- 
tic weather and ATC procedures 
all in one package—you'll find a 
lot to like in Fly!2k. —Dave Putze 


Join the discussion at http://www.cdmag.com/cqi-bin/WebX?13@@.ee7 2fbe 
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LEAGUE 2000 Career 
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ut of the Park Baseball 2 (OOTP 

2) is a deep, statistically rich 

simulation that should leave 
even the most hardcore baseball 
enthusiast (fan is too common a 
word for what this game offers) 
thoroughly satisfied. The game 
somehow manages to be both emi- 
nently enjoyable and as anal as Bill 
James on a bad hair day. 

You can play the game as either 

a career-based sim or a single sea- 
son replay. Games can be played 
out with you as the manager, con- 
trolling every at-bat, or simmed by 
the day, week, or season. Results 
for single games are generated 
almost instantly, and an entire 
season can be simulated in under 
five minutes. Multiplayer support 
is also built in so leagues can be 
run over the Internet. Just find 
some competition and email team 
and game reports to a commis- 


THE GOODS 


Markus Heinsohn 


| 486, 4MB 


play over the Internet 
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sioner. OOTP 2 is very net-friendly, 
a single click creating a team html 
page ready for online posting. 


Lies, damn lies, and that 
other thing 

Teams and players are ranked in 
just about every conceivable cate- 
gory. With financial tracking on, 
each club must function according 
to its marketplace. Montreal, for 
example, has terrible fan support 
and a small market, so the payroll 
must be kept down. There are 
enough individual players stats to 
choke not just one horse, but a 
team of Clydesdales. Batters are 
tracked in 32 separate categories. 
Full numbers from both sides of 
the plate are given, and the game 
also keeps a record of how each 
player does at home and away, 
against whatever opposition. 
Pitchers are even more exhaustive- 
ly covered, with 49 different stat 
categories covering their every 
move on the diamond. 

Stat results fall into the realm of 
believability. No serious anomalies 
were found when simming the 
2000 season, both in terms of team 
and individual results. Cleveland 
had the best record in the OOTP 2 
AL, finishing at 93-69, while the 
other divisional winners came from 
Boston and Seattle. Texas copped 
the Wild Card spot with a 


Most feature rich baseball text sim 
ever produced, good stats when using 
current players. 


Some instability issues, poor interface, 
doesn’t produce tight results in old 
eras before the day of the home run. 
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The manager interface features some of the best 
play-by-play on the market. 


[left] Checking out the league standings. 


Out of the Park Baseball 2 


Taking text-based sports simulations to a new level 


THE BULZ 


“jt’s a very neat game, the play by play is varied and well-written with 
| the exception of a few typos and grammar mistakes (English being the _ 
| second language of the programmer, | gather). There are no foul balls 
attributed to batters with two strikes on them, and this greatly affects a 
| pitcher’s pitch count. | think this is a major factor which ought tobe — 
| addressed in any update or future edition of the game. Interface can be — 
ponderous, but it works.” | —Charles T. 
“This is a great game. Yes, the interface is a bit clunky, but it’s not 
nearly as bad as | had been led to believe. | do have the crashing prob- 
lem though. Usually, late in the game when making pitching changes or 
defensive subs. So until that’s fixed, I'll just sim games rather than try- __ 
ing to play them.” _—Winship 
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Team rosters are fully customizable. Want to designate a spot starter? 
You can. 


respectable 89-73, a game up on 
the aging Yanks. Cincinnati had the 
best record in baseball, taking the 
NL Central crown going away with a 
99-63 record. Arizona and Atlanta 
won the West and East, respective- 
ly, and Los Angeles snuck into the 
playoffs as the Wild Card entry. 
Cincinnati ended up with the World 
Series crown, taking Texas 4-2 after 
edging past LA in the first round 
and then sweeping Atlanta in the 
league championship. 

Players did just about exactly 
what pundits predicted for 2000. 
Larry Walker hit .370 to win the NL 
batting crown and Magglio 
Ordonez hit .340 to pull the same 
trick in the AL. Ken Griffey, Jr. led 
everyone with 68 homers, far out- 
pacing his nearest rival, Mark 
McGwrire, who smacked 58. 
Griffey, Jr. took home the NL MVP 
crown for his troubles. Manny 
Ramirez collected 171 RBI en route 
to the AL award. The only major 
surprise came in the NL pitching 
category, where Chan Ho Park won 
the NL Cy Young with a record of 
19-9 and 221 Ks. There were no 
equivalent shockers in the AL, 
which saw Pedro Martinez go 21-5 
and fan 340. 

Off-season moves were very 
realistic, as well. Big signings 
came only from the big market 
teams, with the New York Mets 
acquiring Griffey, Jr. for 
$11,235,000 per over three years, 
Baltimore grabbing Jeff Kent for 
$4,367,000 per season over the 
same time period, and Cleveland 
picking up Frank Thomas for 
$4,924,000 over four years. 
Second tier organizations like 
Toronto made do with $1-2 million 
acquisitions like a miraculously 
un-retired Tim Raines. 


Historical play is also available. 
Just download Sean Lahman’s free 
comma-delimited database (the 
Access 97 one doesn’t work with the 
game) from The Baseball Archive 
(http://www. baseball1.com/) and 
you Can set up a new league in 
any season from 1871 through to 
1999. Evaluating how OOTP 2 per- 
forms in all the different baseball 
eras is beyond the scope of this 
review, but even if it doesn’t re- 
enact the dead ball epoch in all its 
non-glory, the developers have to 
be admired for simply including 
such an option for no extra cost. 
As an added plus, historical career 
leagues add real players as they 
advance through the years. So if 
you started with the promising 
New York Giants in 1950, you'll get 
the chance to draft Willie Mays 
when he arrives on the scene the 
next spring. 


High values 

For a text-based sim, the presen- 
tation values are very high. 
Playing each game individually is 
a real joy, thanks to thoughtful 
and varied play-by-play. It takes 
well over a dozen games before 
even beginning to notice a little 
bit of repetition. That’s no mean 
feat in a day when the commenta- 
tors in high budget sports titles 
like EA Sports’ NHL 2000 begin to 
repeat themselves just ten minutes 
in. It’s only text here, but it’s 
always appropriate, coming in 
short, staccato bursts that evoke 
thoughts of listening to a game on 
radio. Tell me that Vin Scully or 
Ernie Harwell couldn't have deliv- 
ered these lines: “Kevin Brown 
delivers...swung on...lazy fly ball 
to the gap in left-center...Devon 
White has to hurry...he’s running 
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A quick glance at the pre-game show tells you who’s hot and who’s cold. 


fast... but it falls in for a single.” 
The play-by-play is also informa- 
tive. Every at-bat is accompanied 
with stats showing how the player 
has performed that season against 
the team he’s currently facing, 
and how he’s been doing on the 
road or at home, depending on 
the venue that day. 

Visuals are predictably poor, 
though menu screens are dressed 
up with a number of appropriately 
blurred (there’s no license here, 
remember) pics from Major League 
stadiums. The designers also made 
good use of color, making sure to 
highlight different stats and 
results with all sorts of hues. This 
can be a little much at times, 
though it’s better than the drab 
alternative of sticking with prima- 
ry colors. Pre-game lineup screens 
even illustrate who's hot and 
who's cold with nice splashes of 
fiery red and chilly blue. 

The major drawback to the 
presentation is a clumsy menu 
system. Heinsohn and Kuffrey 
aren't very good at programming 
for Windows as of yet, and the 
OOTP 2 interface is a weird mish- 
mash of DOS leftovers and a few 
GUI conventions. There is no way 
to scan down lists of players, for 
example; you have to click on the 
arrows and move up or down one 
line at a time, something that 
gets very annoying when con- 
ducting a draft. The system for 
setting lineups is equally obtuse. 
Instead of a simple click and 
drop, managers must set their 
rotations and starting nine with a 
cumbersome three-step process. 
There is no way to search a leaque 
for a specific player, so if you’re 
interested in trading for a right- 
handed hitting catcher to platoon 


| 


with the lefty on your roster, be 
prepared for a lot of scrolling. At 
the same time, however, the 
game can't be faulted too much, 
since it’s still easy to find your 
way around—even if getting 
where you want to go can bea 
little troublesome. 

The game did crash a few 
times—from the relatively harmless 
drop to the desktop to more seri- 
ous ‘cripple Windows” variety. 
The worst part about these crashes 
is that they inevitably destroyed 
season data, as the game only 
allows saves when shutting down. 
A save button that can be clicked 
on at any time would be a nice 
addition in a patch. Another prob- 
lem is that the game doesn’t allow 
ALT-Tabbing back to the desktop, 
meaning that you can’t run it in 
the background while catching up 
on other tasks. This isn’t a major 
shortcoming, though many text- 
simmers like the ability to do other 
things while their games are 
crunching numbers. 

After spending the few weeks 
caught up in Out of the Park 
Baseball 2, we've been left in total 
awe of what Markus Heinsohn and 
Steve Kuffrey have accomplished. 
These two men, working alone, 
have fashioned an accurate base- 
ball text sim of incredible depth 
and complexity. Even more sur- 
prisingly, the game conveys the 
charming atmosphere and spirit of 
the grand old game. Which is a 
hell of an accomplishment when 
you re working with nothing but 
play-by-play text and a whole lot 
of numbers. —Brett Todd 

Note: Out of the Park 2 is not 
available in stores and can be pur- 
chased at the game’s homepage: 
(http://www. ootp. net/) 
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Combat Flight 


Simulator Add- 


Hellcats, Flying Tigers, and Zeros, Oh My! 


espite some obvious short- 
l) comings, such as a question- 

able flight model, a lackluster 
campaign, and mission environ- 
ment that did little to make you 
feel like you were one of the few 
doing so much for so many (to 
paraphrase Winston Churchill), 
Combat Flight Simulator (CFS) 
earned itself a wide following. Part 
of the reason was that both its 
name and interface were instantly 
recognizable to the legions of 
Microsoft Flight Simulator owners, 
and it was partly because, like that 
program, CFS is relatively friendly 
towards adding planes, scenery, 
sounds, and missions created both 
by professionals and hobbyists. 

Abacus Publishing and the 

Associates (now known as 
JustFlight) have each taken 
advantage of CFS’s extensibility, 
offering diverse and attractive 
new sets of planes, scenery, cam- 
paigns and missions, as well as a 
few other gimmick enhance- 
ments. All of these products are 
well done, but in the end do little 
to fundamentally alter CFS, and 
their value will be in direct pro- 
portion to one’s feelings about 
CFS. \f you really didn’t care for 
it, you'll probably view these 


add-ons as throwing good money 
after bad. If you thought CFS was 
only so-so, but really are desper- 
ate to fly in the Pacific, some of 
these add-ons may be the answer 
to your prayers if you just can't 
wait until CFS 2 comes out this 
fall. If you loved it, and have a 
voracious appetite for more 
planes and scenery but want 
more consistency and depth than 
Internet freeware generally have 
to offer, you have come to the 
right place. 


Go Far East, Young Man! 

A major disappointment to many 
Americans was that CFS was set in 
Europe rather than the Pacific. 
While the Battle of Britain and the 
bombing of Germany rank among 
the most significant episodes in 
the history of warfare and are 
inarguably worthy of simulation, 
for the generations of Americans 
steeped in Hollywood's rendering 
of war in the Pacific—from The 
Flying Tigers to Tora! Tora! Tora! to 
Baa Baa Blacksheep—WWII style 
aerial combat without Japanese 
Zeros somehow involved is 
unimaginable. Abacus and the 
Associates have each stepped into 
the breach, the Associates with a 


Tons of new planes, extends CFS fur- 
ther, Pacific War combat, nice scenery. 


generic theater add-on and 
Abacus with three add-ons 
focused on specific episodes: 
Wings over China, Pacific Theatre, 
and Battle for Midway. 


Flying Tigers 

The stage for the three Abacus 
Pacific add-ons is set by the con- 
cise yet interesting histories in 
their manuals. Wings over China 
follows the action faced by the 
American Volunteer Group, the 
“Flying Tigers,” three squadrons 
of American volunteers that 
helped defend China from the 
Japanese in 1941 and 1942. Wings 
over China offers six allied air- 
craft: among the fighters are the 
Tomahawk and Kittyhawk models 
of P-40 (the Flying Tiger’s main 
weapons), and the F2A Brewster 
Buffalo; the bombers include the 
Blenheim MK IV, the B-25C 
Mitchell, and the Tupelov SB-2. 
The Japanese fighters include the 
Ki-27 Nate, the Ki-43 Oscar, and 
the A6M Zero, and the Japanese 
bombers include the Ki-21 Sally, 
the Ki-48 Lily, and the Ki-30 
Ann. Wings over China adds 
twenty missions that can be 


Some missions are generic, graphic 
glitches, carrier landings uninspiring. 


[left to right] Wings over China - A P-40, 
Flying Tiger style. 


Pacific Theatre - Hellcat on the Prowl. 


GEN RE. Flight Simulator 


: ER. Abacus Publishing, 
The Associates (JustFlight) 


REQU IREMENTS rs, P133 or 
better, 16MB RAM (64MB recommended), 
4X CD-ROM 
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flown individually or in a cam- 
paign, and all of the missions are 
Flying Tiger missions—there are 
no Japanese missions. 


Day of Infamy 

The Pacific Theatre add-on centers 
itself upon the day of infamy, the 
attack on Pearl Harbor. In addition 
to nice scenery for Hawaii, it offers 
six American aircraft-the P-39 
Aircobra, the P-40 Warhawk, the 
SB-2C Helldiver, the F6F-5 Hellcat, 
the TBF-1 Avenger, and the P-47 
Thunderbolt—and six Japanese 
aircraft-the Ki-61 Hien, the A6M2 
Zero, the A6M5 Zero, the J2M3 
Raiden, the BSN2 Kate, and the Ki- 
84 Hayate. The centerpiece of 
Pacific Theatre is that is allows you 
to relive the battle of Pearl Harbor 
through three Japanese missions 
and three American missions. 
Pacific Theatre also makes use of 
the scenery addition in an inher- 
ently less compelling Hawaii 1943 
campaign of twelve missions. 


Pacific Turning Points 
Battle for Midway focuses on the 
next two massive engagements of 
the war, the critical days of Coral 
Sea and Midway. Its missions 
loosely follow actual events, and 
include three American missions 
and three Japanese missions at 
Coral Sea, and five American and 
five Japanese missions at Midway. 
Battle for Midway also includes 
some sharp island scenery includ- 
ing the Midway atoll that gives 
some life to missions otherwise 
flown over the endless (and bor- 
ing) ocean. The planes available 
include the SBD-3 Dauntless, the 
F4F Wildcat, the TBD-1 Devastator, 
the F2A-3 Buffalo, the B-17 Flying 
Fortress, and the P-38 Lightning 
on the American side and the D3A- 
1 Val, the A6M2 Zero, the NiK1-} 
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Battle for Midway - A Dauntless dive bombing a Japanese carrier. 


» bs. released: 
f > es ail over me! 


qhits 


An : ae 
jo Cm < hal 
wwe =, 


ies 


George, the KI-43-I Oscar, the 
G4Mi1 Betty and the J7W1 Shinden 
on the Japanese side. 

Much of the criticism of CFS was 
that its campaigns and missions 
didn't really make you feel like 
you were cooperating in a greater 
war effort: in each mission you 
took off, shot some stuff, and 
then, if you felt like it, landed, 
without much more atmosphere 
than that. The WOC campaign fits 
this description, as does the Pacific 
Theatre Hawaii 1943 campaign. 
Getting to fly for either side in the 
infamy of December 7, 1941, how- 
ever, is intrinsically exhilarating, 
and if you are flying in Pear! 
Harbor as a Japanese strafing the 
American ships, you may feel more 
than a little shameful irreverence. 
Battle for Midway does the best 
job of generating an exciting 
atmosphere, whether it puts you in 
an American or Japanese fighter 
that is desperately (and usually 
hopelessly) trying to defend your 
carrier from enemy bombers, or in 
a lumbering American Dauntless 
dive bomber desperately search- 
ing the open ocean for the 
Japanese carrier and meanwhile 
praying that one of the Zeros that 
fill the sky like gnats doesn’t 
notice you before you find your 
target. All three add-ons are aug- 
mented by attractive but very 
weathered looking paint jobs, 
control panels, and moving con- 
trol surfaces. The only minor flaw 
is that the bombers in Wings over 
China tend to suffer some clipping 
in the spot view. 


Is that you, Pappy? 

The Abacus add-ons all convey the 
frustrations of flying the sluggish 
American planes of 1941 and 1942, 
and the joy of hunting them in the 
nimble Zeros. The other avenue for 
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Pacific Combat Pilot - Carrier and deck mismatch. 


adding Pacific action to CFS is the 
Associates’ Pacific Combat Pilot 
(PCP). Set in 1944, PCP has a wide 
selection of new aircraft and paint 
jobs, twenty-seven in all. The 
allied selection is thin: in addition 
to the Spitfire MK VIII, the 
Mosquito MK VI, P-51 Mustangs 
with U.S. and Dutch paint jobs, the 
F6F3 Hellcat, and the B-29 
Superfortress, fans of WWII a la 
Stephen J. Cannell will be excited 
to see the F4U-1A Corsair so they 
can relive their favorite Black 
Sheep scenes. 

Where PCP really shines is in its 
twenty Japanese aircraft, which 
include four models of A6M Zero, 
along with five other Imperial 
Japanese Navy fighters and 
bombers, and eight Imperial 
Japanese Army fighters, including 
the Kl-42 Hayabusa, the KI-44 
Shoki Tojo, and two models of KI- 
61 Hein Tony. PCP also includes 
three Japanese experimental 
planes: prototype copies of the 
German Me-262 Schwalbe jet 
plane and the Me-163 Komet 
rocket plane, and the J7W1 
Shinden, a push-propelled 
canard-winged interceptor still 
under design at war’s end. 

PCP’s paint jobs, panels, and 
moving parts are all very attrac- 
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Tuskegee Fighters - A squadron of 
“Red-Tailed Angel” P-51s heads out. 


tive, especially the speckled 
Imperial Army camouflage paint 
jobs, although they are all crisper 
(and more cartoonish) than the 
more weathered Abacus paint 
jobs. In the Zeros, a nice two- 
tiered panel is employed. It is 
more realistic to fly CFS with the 
panels on, but it is also more dif- 
ficult because of the massive 
blind spot this creates. PCP’s 
Zeros’ compromise the point by 
showing only the top gauges and 
a larger canopy view—a keystroke 
permits you to check the rest of 
your gauges if you are so 
inclined. The moving parts 
include control surfaces, landing 
gear, and a pilot that turns his 
head in the direction of the roll 
on some planes. PCP planes seem 
to have more sensitive damage 
modeling than CFS or the other 
add-ons, a refreshing change 
since most CFS aircraft can take 
more lead than Chernobyl and 
stay aloft. The flight models also 
seem to be much more sensitive. 
PCP has a relatively generic 
Saipan campaign that features 
ten missions for either side, but 
other than being a venue for test- 
ing your new planes, is little more 
inspiring than the original CFS 
campaigns. Both PCP and Battle 


Behind Enemy Lines - The stolen 
German ultra-light behind a spy truck. 
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Combat Squadron - An Me-163. 


for Midway have carrier take-offs 
featuring the nerve-wracking 
plunge towards the ocean as you 
leave the carrier deck—indeed, 
with PCP’s touchy flight models it 
takes some practice to keep your- 
self from regularly taking a post 
take-off swim. Given the static 
scenery, landings are no tran- 
scendental experience, and the 
carriers in both PCP and Battle for 
Midway suffer clipping and a 
mismatch of the carriers and their 
textures, especially in the spot 
view. Sim pilots looking forward 
to exciting carrier landings will 
have to await CFS //. 

lronically, of the four Pacific 
add-ons, the two most likely to be 
rendered obsolete by CFS // are the 
two best of them—PCP and Battle 
for Midway. They may survive CFS 
Il, especially PCP with its wide 
array of Japanese planes, though 
whether they do will depend on 
how much CFS // planes and 
scenery improve over CFS. 


European Reprise 

While Wings over China is the 
least compelling of the Abacus’ 
Pacific add-ons, there’s no doubt 
that squadron-obsessed CFS 


Pacific Combat Pilot 
—A Tojo on patrol. 


pilots and history buffs will find 
it very appealing. The same can 
be definitely said of Abacus’ 
Tuskegee Fighters, which follows 
the exploits of the 332nd fighter 
group and its progenitors in 
Europe. Known as the Tuskegee 
airmen, they were the first 
African-American military avia- 
tors and support staff. Beginning 
with a civilian pilot training pro- 
gram at the Tuskegee Institute in 
Alabama, the Tuskegee airmen 
were segregated from their peers, 
and they were also segregated 
from the action initially by a 
skeptical US military, but they 
went on to distinguish them- 
selves in Europe, never losing a 
bomber that they were escorting 
to enemy fighters. 

Tuskegee Fighters offers a twen- 
ty-mission campaign, with each 
mission designed to directly mirror 
the history of the squadron. The 
first missions are strafing runs on 
Axis positions in the 
Mediterranean, from which you 
graduate to support of the inva- 
sions of Sicily and Italy, and final- 
ly to escorting bombers over 
France and Germany. The manual 
includes a nice 18 page history 


Combat Squadron - A Stuka climbs to 
get ready for its bombing run. 
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Wings over China - A B-25 bombing 
Japanese ships in Canton harbor. 


that shows where each of the 
twenty missions fits into the 
Tuskegee airman experience. 
Among the aircraft added by 
Tuskegee Fighters are versions of 
the P-40s in which the Tuskegee 
Airmen first saw combat, the P-47, 
and six different paint jobs of the 
distinctive red-tailed P-51s that 
earned the Tuskegee airmen the 
nickname, the “Red-Tailed 
Angels.” It also adds two of their 
early trainers, the AT6C Texan and 
the PT-17 biplane. 


Flying Adventures 

Abacus’ Behind Enemy Lines is a 
curious mixture of unrelated 
European front missions and 
quaint spy adventure. The rela- 
tively short spy adventure, which 
is played through the training 
mission interface, involves drop- 
ping behind enemy lines ina 
glider and then flying various 
stolen aircraft, including ultra- 
lights, through Berlin from airfield 
to airfield, dropping secret infor- 
mation and bombs on the way. 
Each stolen plane is equipped 
with a hud that gives you naviga- 
tion information to the next point 
in the adventure, and you are 
given points for each part of the 
mission you complete successful- 
ly. Extensive, campy voice com- 
munications accompany the entire 
surreal episode, which, focused as 
it is on short point to point flying 
and landing, is more reminiscent 
of an adventure in Flight 
Simulator than something you 
might expect to be doing in CFS, 
and it has the added detraction of 
making CFS unstable. Lest Behind 
Enemy Lines be written off by the 
serious fighter jockey entirely, it 
also contains thirty new European 
missions, including sixteen Allied 
missions and fourteen German 
missions that range from North 
Africa to D-Day to Italy to 
England. The missions are broken 
up into four short campaigns for 
each side. 


Back to the west: 

The Euro Mix 

Although the Associates’ Combat 
Pilot No. 1 (Attack) Squadron 


Pacific Theatre - In the cockpit of a 
Zero strafing Pearl Harbor. 


only has twelve new missions, 
four American, five British, and 
three German, its major contri- 
bution comes in adding some 
distinctive planes to the Euro 
mix. One is the JU87 Stuka Dive 
Bomber, complete with its dis- 
tinctive siren that gets louder as 
you reach your top dive speeds. 
Another is the strange looking 
Me-163 Komet rocket plane, 
complete with fall-away take-off 
dolly and rocket engine sounds. 
Combat Pilot also includes a P- 
38, a Hawker Typhoon, a Piper L4 
Grasshopper, and a new P-51 
paint job, as well as manned 
and unmanned versions of the V1 
rocket, a novel inclusion that 
you may have a tough time fig- 
uring out how implement into 
your game play. Indeed, with 
the limited number of missions, 
you'll have to work to get use 
out of these planes, especially 
the Stuka since you can’t create 
quick bombing missions. Here’s 
an idea (purists stop reading 
now): if you have Battle for 
Midway, comparison shop by 
trying to go after the Japanese 
carriers with a Stuka instead. 
Combat Pilot also includes a util- 
ity for (slightly) improving the 
appearance of CFS clouds. 


Add-on and adding up 

On the whole, the add-ons that 
contribute the most to the CFS 
experience are the ones that 
extend its gameplay to the 
Pacific, especially Battle for 
Midway and Pacific Combat Pilot. 
The approaching arrival of CFS 2, 
also set in the Pacific, undercuts 
their long-term value, though 
they are still worthwhile pick-ups 
for those who just can't wait a 
few months to fly in the Pacific. 
This is especially true of Pacific 
Combat Pilot, whose wide menu 
of flyable planes will probably 
not be equaled by CFS //. Back in 
Europe, Tuskegee Fighters is prob- 
ably the best for enhancing the 
CFS experience, although Combat 
Pilot offers some unusual aircraft 
that, if you can find a way to 
make use of them, have interest- 
ing potential. —Nick McElveen 
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| swear, taunt me one more time and I'll blow your flying balloon to bits! 


rlying Heroes 


It should have been called Flying Tugboats 


isit any place where gamers 

convene, and you're almost 

guaranteed to find a conversa- 
tion about the lack of innovation in 
recent titles. These gamers are cry- 
ing Out not just for a new experi- 
ence, but also for one that com- 
bines the strong elements of exist- 
ing games and adds a new twist. 
Sometimes a game like System 
Shock 2comes along and does 
exactly that—takes the strengths of 
the action genre and adds spice. 
Unfortunately, for every System 
Shock 2 you'll find a handful of 
games like Flying Heroes, proving 
that just because a game’s premise 
is relatively unique, that does not 
necessarily mean that it is good. 

Hesperia, “a land as rich in its 

history as its beauty,” is essential- 
ly just a name that you'll quickly 
forget. Warriors compete in the 
Global Hesperian Aerial 
Tournament, a form of ceremonial 
battle that has eliminated warfare. 
Contestants fly around repeatedly 
killing each other in a deathmatch 
style game. Just don’t ask why this 
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Coliseum has put an end to war, 
because you aren't going to find a 
good answer. There is essentially 
no plot or background—perhaps 
just a smidgen here and there— 
and the end of the game only 
makes this void even more pro- 
nounced. While it appears to be an 
attempt at a comical finale, the 
ending is only laughable in that it 
bears absolutely no relation to the 
rest of the game. 

Flying Heroes takes the basic 
deathmatch formula from Quake 
and dumbs it down, if that’s pos- 
sible. Although the arenas look 
great, they are very possibly the 
smallest deathmatch maps in exis- 
tence. Most contests boil down to 
a continuous battle in a single 
section of the map, as players are 
dying and spawning right back 
into the fight. Initially it may 
sound like the mass-carnage of a 
continual fight could be interest- 
ing, but the next move the devel- 
opers made was to eliminate the 
factor of skill. High-level weapons 
basically can’t miss, so you just 
fire like crazy instead of aiming. 
The easiest path to victory is to 
simply float above the battle- 
ground and continually fire off 
your weapons like a madman. 

When you start the career 
mode, you start off with little in 
the way of weapons or defenses, 
and you earn money as you fly 
missions. Each kill you make is 
worth money, and you put that 
towards purchasing new weapons 


isscoool ll 


Buying new things can be fun. 


The NPCs spend far too much time 
taunting you. It doesn’t take long 
before you start ignoring all mes- 
sages. 


and ships. Picking up an ammo 
crate gives ammo for all your 
weapons, whether you only have 
the first weapon or all six of the 
weapons available to your race. 
Flying Heroes has four basic fac- 
tions that have different ships and 
weapons, but most people won't 
play the game long enough to try 
all four in the career mode. In 
order to open up the Sky Knights 
and Hammercraft, you must first 
play as the Lizard Riders and 
Magion. Each weapon and ship 
you purchase can be upgraded 
several times. As a weapon 
upgrades, the power increase is 
drastic, so there is no reason to use 
any level two weapons if you have 
ammo in a level three weapon. 
This develops into one of the most 
annoying and frustrating prob- 
lems in the game. If you play 
Flying Heroes, you may as well set 
the game to “Kid’s Play” difficulty. 
Even “Easy” gives the computer 
opponents better ships and 
weapons. Since there is little skill 
involved, you don’t stand a 
chance on “Hard,” when your 
entire ammo supply can barely 
scratch an enemy, whereas they 
swat you like a fly. The final result 
is that you get no kills, so you 
must replay the league (mini- 
campaign) several times in order 
to earn enough money to buy bet- 
ter equipment. Once you advance 


to the next league you’re right 
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Surveying a big battle. 
Clipping, anyone? 
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Watch all the fighters pile up and 
snipe them from a distance. Boring, 
but it works. 


| back in the same spot—playing 
the fights over and over. 

Flying Heroes is occasionally 
' fun, but it is almost conistently 
tedious and boring. Despite having 
a few different types of games, you 
see everything it has to offer within 
the first five minutes of play. If 
you re truly desperate for a mind- 
numbing game and Flying Heroes 
is sitting in the bargain bin, pass it 
| up and find a graphically dated 
' classic instead. —David Ryan Hunt 


Normally, it would be important to 
have him in your sights—but what’s 
it matter when you have a weapon 

that can’t possibly miss (notice the 
white-blue lightning streaks on the 
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oung or old, rich or poor, male 

or female, all gamers can pret- 

ty much agree on one thing: 
there is never enough time. Most 
also agree that there is never 
enough money. Given these two 
factors, you might expect that a 
game publisher would have to put 
together a pretty amazing pack- 
age together in order to resell a 
game as a Gold edition. Aliens vs. 
Predator had still another hurdle 
to overcome—the game is frozen. 
No new levels or game modifica- 
tions of any kind are available, 
except through the publisher. The 
stage was set—this better be one 
hell of an expansion pack. 

Well, it’s not. 

For a game that didn't use its 
movie license as a crutch, opting 
instead to devise some deviously 
difficult and tense environments, 
it’s a glaring omission that there 
are no new missions. Players now 
have the option to save in the 
middle of a level (a feature that 
has already been released in a 
patch), softening the insane diffi- 
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Aliens vs. Preda 


Yet another patch makes it to retail 


culty of the game’s original incar- 
nation, but you can only save a set 
number of times—eight, four, or 
two, depending on what difficulty 
level you play at. 

The game does add two new 
weapons, but they are only avail- 
able if you play as a Marine and 
they aren’t very impressive. 
Joining the SADAR in the “big, 
slow-loading, projectile slinger’ 
category is the Skeeter, which 
throws out a disc that ricochets 
around rooms, targets enemies, 
and throws bolts at them. For a 
weapon that doesn’t even sound 
that cool, it’s even more disap- 
pointing in practice—the Aliens 
and even Predators are far too fast 
for such a weapon to be of much 
use. The other (that’s right, there 
are only two) new weapon is the 
pistol, with the now-standard 
option of picking up a second pis- 
tol for some double-fisted Woo- 
style lovin’. Although it sounds 
cool, Aliens are too numerous and 
Predators are too powerful for 
these weapons to serve as much 
more than a last resort. In death- 
matches, however, both weapons 
do add some extra variety, espe- 
cially when removing Alien limbs 
with the dual pistols. 

For those that live to frag there 
are nine new levels, and while 
none are so impressive that you 
can’t live without them, they mix 
well with the current set of dark, 
color-lit corridors. Some of them 
seem even darker than the origi- 


It’s still one of the better action games 
of last year. 


[left] Most levels are too dark to see 
without the image intensifier. 


[above] Dual pistols are useless 
against this many aliens. 


nals, so be prepared to turn down 
the lights when you play. The 
engine itself has been tweaked, 
and the game does seem to move 
a bit smoother and look a bit bet- 
ter, especially if you play both the 
original and the Gold edition one 
after the other. Even so, Quake I// 
Arena and Unreal Tournament 
have both come out since the orig- 
inal, and the levels and graphics 
that were so superb last summer 
are already starting to look 
square, jagged, and just plain 
dated despite the improvements. 
One nice touch is that when you 
are setting up a multiplayer or 
skirmish session, the word “new” 
appears beside Gold maps, so that 
you will know which is which. 

As for multiplayer, while direct 
connect works, we couldn't man- 
age to join a game in progress on 
Mplayer (at print time, Mplayer 
had this feature disabled... —ed.). 
Hosting or joining a game from 
the beginning works well, howev- 
er, and once again, multiplayer is 
definitely a highlight of this game. 
Everybody has their favorite char- 
acters and wants to prove that 
they are right. Solo marines are 
pretty much cannon fodder 
despite the new armaments, but 
small squads against a few Aliens 
and/or Predators still provide 
some of the most tense and satis- 
fying moments in action gaming. 


If you already own the game there 
simply isn’t enough new content. 


A predator gets too close to 
an alien. 


The usual horde of aliens gets ready 
to gut their prey. 


Deciding whether or not to buy 
this game is really a no-brainer. If 
you enjoyed the single player 
game only to put it away, the gold 
edition is just a waste. If you only 
play multiplayer (or, possibly, 
Skirmish mode) then you can pur- 
chase the new bits for $9.99. While 
it can’t compensate for the lack of 
a user/developer community, it 
more than doubles the number of 
levels available (from seven to 16). 
Of course, not everybody wants to 
spend $1.00 apiece for a collection 
of derivative levels and some 
minor game improvements that 
could have been released as a 
patch. If you haven't picked up 
the game yet, however, then go 
out and buy it—Aliens vs. Predator 
Gold fixes a lot of the original ver- 
sion’s flaws, and also comes with 
Prima’s official strategy guide. 
Besides, it’s a hell of a game. 
—Nathan Smith 


April Ryan — traveler extraordinaire. 


The Longest Journey 


A road trip that no adventurer should miss 


hese are trying times for the 

adventure gamer. Quality 

titles have been sporadic and 
the genre seems to be slowly 
melding into the worlds of 
action and role-playing. Given 
this climate, it is not surprising 
that The Longest Journey has 
generated excitement since the 
very earliest reports of its 
progress. The game was finally 
released in Norway at the end of 
1999, with the English version 
arriving in the U.K. in April. At 
present, it is not distributed in 
North America, but you can pur- 
chase it online. 

This adventure begins in the 23” 
century in a modern city. You play 
April Ryan, a young art student 
who finds herself with the unenvi- 
able task of saving the world. 
There are actually two worlds at 
risk—Stark and Arcadia—the 
realms of science and magic. After 
learning that the balance between 
these realms is threatened, April 
accepts her mission and hits the 
road. Armed with a smart mouth 
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and a quick wit, she soon emerges 
as a Character that you can’t help 
but cheer for. 

At its core, The Longest Journey 
is a traditional point-and-click 
adventure that frames the classic 
heroic quest in a new context. In 
the style of the Broken Sword 
games, you play from a third per- 
son perspective with 3D characters 
moving against a 2D backdrop. 
You explore the environment, con- 
verse with characters, and find 
and use inventory items to solve 
problems. What sets this game 
apart from other quest-based 
adventures is the skilled story- 
telling of writer and designer, 
Ragnar Tornquist. Like a good 
novel, his plot pulls you in until 
the wee hours of the morning and 
you find yourself caring about 
what happens next. The story is 
multi-tiered, with April’s quest 
built on a foundation of mytho- 
logical detail that would make 
Bullfinch proud. 

This game will challenge the 
most seasoned adventurer and 
requires creative thinking, coupled 
with the ability to sort through a 
plethora of details to determine 
what is mission critical. Without 
exception, the puzzles are well 
integrated into the story and most 
involve removing an obstacle (liv- 
ing or otherwise) from your path 
or eliciting assistance from a char- 
acter who is simply standing 
about. And, of course, no adven- 
ture would be complete without a 


Compelling story set against a spectac- 


ular backdrop of sights and sounds. 


few machines to repair and a bit of 
symbol decoding thrown in for 
good measure. 

The Longest Journey also dis- 
tinguishes itself by the way in 
which it combines graphics and 
sound to support the story. The 
use of rendered 2D landscapes 
results in a level of clarity that 
has been missing from recent 3D 
adventures. The cut scenes are 3D 
modeled and visually stunning, 
but look very different from the 
interactive segments. This combi- 
nation of 2D and 3D artwork 
serves to bring Stark and Arcadia 
to life. The urban realism of Stark 
provides a sharp contrast to the 
fantastic landscapes of the 
Arcadian countryside. Throw in 
some deep sea exploration and a 
bit of space travel and you have a 
veritable smorgasbord of scenery. 
All dialog is professionally 
recorded with voices that do an 
exceptional job of bringing the 
speaking characters to life. This, 
coupled with an original score by 
Bjorn Arve Lagim, makes the 
game a treat for the ears as well 
as the eyes. 

But, even the best of games 
have their quirks. Although always 
relevant to the story, the dialog in 
The Longest Journey is a bit too 
extensive. It can not be skipped, 
as solutions are often revealed at 
the end of lengthy conversations. 
At times, the amount of verbal 
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Extensive dialog and travel are, at 
times, exhausting. 
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A beautiful day in a Stark 
neighborhood. 


This is definitely not Kansas. 


[left] Hanging out with friends in 
Arcadia. 


information is simply too much 
and the ears need a rest. Likewise, 
the eyes may get tired of watching 
April traverse the screen. While 
there is a map system that speeds 
travel between locations, April still 
manages to do a lot of walking (or 
running) within locations. You 
should also note that some of the 
game characters use language 
that is not for the faint of heart. 
Especially in the early portions of 
the game, the gratuitous use of 
certain words is apt to put a blush 
on the saltiest of sailors. 

At a time when many game 
publishers run screaming from the 
word “adventure,” Funcom has 
embraced all that is good about 
the genre and created an excep- 
tional game experience. If you are 
not a fan of story-based adven- 
tures, then it is not likely you will 
take joy in The Longest Journey. 
However, for those who would 
rather explore than shoot, this 
game is cause for celebration. 
—Cindy Kyser Morgan 
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A bit chunky, but a powerful fighter. 


Evolva 


DID YOU KNOW THAT IF YOU ABSORB THE MEAT OF AN EVOLVA PLAYER, YOU COULD 


walkthroughs 


cheat codes 


___ funzes 


A well-developed agile genohunter. 


mutate the “Tips Guide” skill? And this is just the first of many hints presented in 


this guide to Interplay’s newest third-person shooter! This guide contains a full 


walkthrough, garnished with tips. Even expert players may want to skim through 


and read the tips. Prior to the walkthrough is a list of suggestions that may make 


your game more enjoyable. 


General tips 

A radar display appears in the 
viewscreen for the genohunter 
you are controlling. The yellow 
arrow marked with an “O” points 
at your objective. Run in that 
direction in order to reach your 
next goal. Sometimes, the “objec- 
tive blip” will point behind a bar- 
rier that you cannot pass until 
you go elsewhere and get binary 
explosives, or evolve a skill, or 
something similar. 

Once an enemy is dead, it is 
unwise to continue attacking the 
corpse if a large group is attacking 
you. Switch your focus from dead 
enemies to live ones, and save the 
meat gathering for after the fight. 

Enemy corpses make a nice bar- 
rier in a big fight. Rather than 
continuing to chop at a corpse, 
leave it where it is and use it to 
minimize the number of enemies 
who can get in close to you. 

Because the rear-ends of ene- 
mies are often their most vulnera- 
ble spots, set up ambushes for 


large groups of enemies by 
spreading your genohunters to 


either side of the ambush opening. 


Absorbing meat—especially the 
meat of the more dangerous ene- 
mies—does add a little bit of 
health to the genohunters who 
absorb it. If you have a geno- 
hunter who is close to death, con- 
sider leaving the rest of the team 
behind, and using only that geno- 
hunter to absorb the meat. Don’t 
worry—the genetic material will 
still be available to the entire 
team, even if they aren't close 
enough to gain health. 

Some of your weapons can be 
used to collect hard to reach food 
and pods. Hitting a pod with a 
spike, for example, will knock it 
from its perch. Food creatures are 
bounced by the explosion of 
spores, and can be bonked off of 
high plateaus. 


Land One 
Objectives: Explore the region, 
assimilating indigenous and 


enemy genes in order to progress 
to the pickup point. 


Walkthrough: The first obstacle 
you face is a gap too great for 
your genohunters jumping abili- 
ty. Near the gap is a dead crea- 
ture; turn it into chunks of meat 
by attacking it, and the meat will 
be absorbed by whichever geno- 
hunters are nearby. 

Don't worry about getting all of 
your genohunters near meat. Any 
genes that one genohunter 
absorbs will be shared with the 
rest of the team, even if they are 
not nearby. A genohunter on the 
far end of the map can instantly 
mutate any skill or weapon that 
becomes available to another 
member of the team. 


Tip: If you have any doubt about 
your genohunter’s ability to jump 
a gap, take control of a different 
genohunter. Order the original 
genohunter to leap the gap by 
hitting “Q,” aiming the cursor 
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across the gap, and hitting the 
original genohunter’s function 
key. This will order the original 


' genohunter to leap the gap. If it 


cannot comply, its radar screen 
will flash yellow. 

The pickup point is on the far 
side of a rock barrier comprised of 
vertical rock columns that bar the 
entrance to a cave. The only way 
through this barrier is with the 
Claw weapon. First, be sure to kill 
at least one of the indigenous 
creatures that look like ostriches. 
They will provide your geno- 
hunters with the Speed skill. 

The objective blip on your radar 
will guide you to a valley in which 
you will do battle with your first 
enemies. They possess claws, and 
once you assimilate their meat, 
you can mutate your genohunters. 


' Once a genohunter has claws, you 


will be able to break through all 
such vertical rock columns that 
you face in the rest of the game. 


Tip: Don’t automatically 
assume that every genohunter 
requires every new skill and 
weapon that you discover. For 
example, you may want to use 
your mutations to give claw to just 
one or two of your genohunters, 
not all four. 

Once you have broken through 
the rock columns, follow the 
objective blip to the pickup point. 
The mission will end here. You 
don't need to heal your geno- 


' hunters before ending the level; 


they will be fully healed as the 
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Binary explosions are survivable with the shield skill. 


next level starts. For that matter, 
you don’t need to get all of your 
genohunters to the end of the level 
alive, since they will simply rejoin 
you after you accomplish your 
goals and enter the next land. 


Land Two 

Objectives: Destroy a Parasite 
structure by placing two binary 
explosives together inside it. 


Walkthrough: By “binary explo- 
sives,” the text refers to a pair of 
small egg-shaped pods, about 
knee-high, that grow from a plant. 
One plant produces green pods 
while the other produces blue 
pods. Placing a green pod close to 
a blue pod on the ground pro- 
duces a terrific explosion capable 
of killing a Parasite, knocking 
down giant rocks, shattering crys- 
tal barriers, and so on. 

The objective blip will lead you 
from one binary explosive plant to 
the next, and then on to your final 
goal: the Parasite itself. To pick up 


Land three: save your game before getting armor from one of these creatures. 


a pod (or, later, a key), hit the R 
key when you are near it. Sparkly 
smoke rises from any object that 
can be picked up. If more than 
one object is nearby, you will pick 
up the one whose sparkles are 
attracted to your genohunter. 


Tip: Leave your other three geno- 
hunters outside the cave when you 
enter the cave that holds the first 
binary explosive. Run inside, grab 
the explosive with the R key, and 
run back outside the cave. The 
reasons for this approach are two- 
fold: first, your team members will 
avoid having to run beneath the 
spike-shooting plants at the cave’s 
entrance; second, the enemies that 
chase you out of the cave wil/ have 
to run beneath those plants! 
Before you climb the spiral path 
that leads up the final hill, explore 
the plains below. Within a system 
of narrow hallways formed by tall 
rocks are enemies who spout fire. 
Once you kill one of them, you will 
acquire the Flame weapon. Like 


before, do not assume that you 
should mutate all of your geno- 
hunters to have flame. Step away 
from these exploding corpses, as 
they do area damage. 


Tip: You can power up your 
weapons by holding down the 
Shift key and waiting for an 
audio signal that it is ready to 
fire. While holding down the Shift 
key, you can still maneuver. Note 
that if you fire a powered up 
weapon, it still recharges while 
you are powering up. 

Flame is necessary for breaking 
through the tall clumps of twisted 
vegetation that occasionally block 
your progress. Consequently, at 
least one of your genohunters 
must possess flame for you to suc- 
ceed. Since flame only works at 
close range, consider giving flame 
to those genohunters who do not 
yet have claw. It is important that 
all of your genohunters possess 
some sort of melee attack to com- 
plement the ranged attacks that 
they will acquire later in the game. 


Land Three 

Objectives: Near the end of this 
level, a large group of indige- 
nous creatures must be herded 
into a containment area, and 
then protected. 


Walkthrough: The first part of this 
level is much more difficult than 
any encounters you have had. If 
you run straight ahead, you find 
yourself in an open courtyard that 
is laced with high walkways. On 
the walkways are new enemies 
that fire spikes, in addition to 
plants that do the same. 

Run around this part of the map 
with your fastest genohunter, 
leaving the others outside the 
courtyard. Lure a few batches of 
enemies back to where your rein- 


A fully upgraded speed genohunter. 
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forcements are. In this manner, 
clear out the ground level of the 
courtyard area before bringing the 
entire group in. 


Tip: Enemies are often more vul- 
nerable if attacked from behind. 
Your team members are not so 
good at circling behind enemies, 
preferring frontal attacks. Take it 
upon yourself to run a bit past an 
oncoming enemy, so that it either 
turns to face you (allowing your 
other team members to hit him 
from behind) or attacks your team 
members (allowing you to attack 
from behind). 

Your first dead spike shooter will 
give you access to the Spike 
weapon, your first ranged weapon 
(apart from the powered-up flame 
ball). This weapon has a medium 
range, so watch out that you do 
not fire it in vain at a long-dis- 
tance target—look for green blood 
to be spouting from your target, 
and listen for howls of pain. 

The objective blip will lead you 
through the level, where you will 
find a crowd of indigenous crea- 
tures that will react to your pres- 
ence by filing slowly into an area 
enclosed by rocks. At the far end 
of the enclosure is a narrow open- 
ing through which many of the 
creatures will attempt to flee. 
Through that opening, enemies 
will attack. 

This tough fight is best won by 
concentrating on the enemies 
who shoot flame. The fire- 
breathers will head straight for 
the largest indigenous life—the 
creatures that look like huge tur- 
tles. Keep your genohunters 
grouped with you, and use your 
claw weapon to kill the fire- 
breathers first. Only then should 
you go after the claw enemies. 

Make sure you call off your 
troops as soon as the game indi- 
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‘Game saved as "GuickSaver 


Who volunteers to go in first? 


Chest thump! 


cates that the battle is over. 
Sometimes, in a fight, indige- 
nous life forms will become 
annoyed with friendly fire, and 
will attack your genohunters. 
Group them to you with the T key 


and get your group out of there 
before they retaliate and lose the 
mission for you. 


Tip: The large turtles, if killed, will 
give you the Armor skill. If you 
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Fighting on walkways like this is best done solo. 


have won the fight with no turtle 
casualties, make sure that you 
save the game before attempting 
to kill one of the turtles for its 
armor. If killing one loses the mis- 
sion for you, then wait to get 
armor from some other turtle later 
in the game. 

Once you have protected 
enough of the indigenous life, 
follow the objective blip onward. 
At the bottom of a spiraling tun- 
nel you will encounter a series of 
exploding plants and then a 
sizeable enemy force. If you have 
difficulty defeating this force, 
use your fastest genohunter to 
lure the force up the tunnel past 
those exploding plants. The 
plants will make it much more 
easy for your troops. 

A bit further, you will pass 
through a tunnel that contains 
plants that fire spores (explosive 
pods). At the end of this tunnel is 
another large enemy force. Two 
groups of spore-firing plants will 
assist you in this battle. Walk near 
them or shoot them, and they will 
lean in the direction of the incom- 
ing enemies and launch their 
explosives. Once you have won 
this fight, the mission will end. 


Land Four 
Objectives: Gain access to a sys- 
tem of underground tunnels, and 


destroy the large creature you 
find inside. 


Walkthrough: Following the 
objective blip, you will wind up 
climbing a web-like ramp and 
coming face to face with a large 
rock standing on its end. At the 
base of the rock are some lesser 
rocks, which can be removed 
with your claw. Beneath the 
crumbled remains is a blue 
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binary explosive plant. 

Below you, a group of spore- 
shooting plants and explosive 
plants are happily plugging away. 
Beyond them is a system of val- 
leys. At the far end is a clearing 
that contains a green binary 
explosive plant. Get a couple, and 
bring them back to the standing 
rock. Drop one by the blue pod 
and stand back. The explosion will 
knock the standing rock down, 
creating a bridge. Pick up another 
blue pod and cross the rock. 

After a few jumps (follow the 
objective blip), you will find your- 
self at the entrance to the under- 
ground tunnels. Burn away the 
vegetation that blocks the 
entrance, and go inside. At the 
bottom of the twisty tunnel is a 
large cavern containing a horde of 
enemies. If you leave the other 
three genohunters behind a twist 
of the tunnel and run through the 
enemies with your fastest geno- 
hunter, you can create a lot of 
friendly fire in their ranks. Lead 
the enemies up to your ambush. 


Tip: Enemies will attack whoever 
first attacks them, even if the 
attacker is not a genohunter. Use 
this to your advantage when you 
can—usually in large mixed 
enemy groups. 

Follow the objective blip until 
you come up against one of the 
large boulders that populate these 
caves. Behind you is a barrier, 
beyond which are spore-shooting 
enemies. Kill them, and mutate the 
Spore weapon. This weapon will 
allow you to blast through the 
obstructing boulder and proceed. 
It will also allow you to backtrack 
through the caves a bit, where 
many enemies and food creatures 
wait behind similar boulders. 


Land four: at the base of the standing rock, a blue pod grows beneath the boulders. 


Keep following the objective 
blip until you encounter the crea- 
ture that is giving off the large 
bio-signature. This creature is sur- 
rounded by a ledge, upon which 
you should put your team. Use the 
spore-shooting plants on the 
ledge to rain spores down upon 
the creature. If you brought binary 
explosives as suggested earlier in 
this land’s walkthrough, use them 
as well. 


Land Five 

Objectives: Block off a tunnel 
which links the continent you just 
cleansed from the continent you 
move to next. Keep any enemies 
from entering the tunnel you are 
hoping to block off. 


Walkthrough: Leave two of your 
genohunters to guard the 
entrance—preferably, ones that 
have ranged weapons available. 
There are green binary pods 
immediately above you on a small 
plateau. You can access this 
plateau by burning through a 
vegetative barrier near the level’s 
beginning, and circling around 
onto a ledge. 

The objective blip leads almost 
immediately to a set of spikes that 
protrude and block a tunnel 
entrance when your genohunters 
approach it. In order to progress 
through this trap, you will need the 
stealth skill. To get it, turn around 
and continue up the valley. 


Tip: If you lose this mission due to 
an enemy parasite jumping into 
the tunnel, load up a previous 
game and pay careful attention to 
your guards’ view screens. When 
they get in a fight, transfer your 
control to one of them, and use 
your ranged weapons to chase 
down any parasite that makes it 
past you. 


Land five: observation, not stealth, is the key to this trap. 


You will eventually find yourself 
at a pair of green spike gates. 
These gates do not require stealth 
to navigate, but open periodically. 
Notice the detonating pattern of 
the exploding plants between the 
gates, sO you can minimize your 
damage as you pass through. 

Soon you will arrive at a set of 
high walkways covered in slime. 
The creatures that dwell on the 
walkways will provide you with the 
StickyFoot skill. You do not need 
this skill for this set of walkways, 
unless you want to collect the 
meat that is on them. Down below, 
an archway leads onwards past 
some crystals embedded in the 
wall. Your objective lies that way. 

The next large clearing is lit- 
tered with crystals. Two tunnels 
that are blocked with crystals 
flank another tunnel that leads 
forward. From the clearing leads 
a ramp that is difficult to see at 
first. Go up the ramp, across the 
slippery walkway, and blast your 
way past the boulder. In the next 
room is a green pod plant and, 
on the room's floor below, a blue 
pod plant. You will need to blow 
your way into one of the two 
tunnels that are blocked by crys- 
tal to proceed. You do not need 
to bring a pair of pods with you, 
as pods are available at the end 
of the level. 


Tip: Use your team to drop pods 
to each other, saving yourself 
the long walk around to the 
slippery walkway. 

Soon you will encounter a new 
kind of arachnid, which can turn 
itself invisible. Once you kill and 
absorb one, you will acquire the 
Stealth skill. Nearby is a set of 
spikes that are passable with 
stealth, although you can get to 
the objective without passing 
through those spikes. The journey 


' all of the genohunters you have 


Binary pods sometimes grow on walls and ceilings, but can be shot down. 


home is long, but keeps you from 
being forced to learn stealth with 


original set of spikes. Using 
stealth, pass through. 


taken along on the trip. Follow 
the objective blip back to the 


Tip: You can hand pods through 
the spikes by dropping them on 
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On some levels, genohunters start split up—but can always be reunited. 
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one side and using a genohunter 
on the other side to pick it up. 
This again allows you to avoid 
having to mutate stealth with all 
of your genohunters. 

Put a pair of pods by the rocks 
just above the tunnel your geno- 
hunters have been guarding. The 
explosion will block the tunnel 
and win the level for you. 


Land Six 

Objectives: The new continent is 
split in two, as is your team, which 
must find parasite structures and 
destroy them with explosives. 


Walkthrough: One pair of geno- 
hunters starts near some lava. In 
order to cross the lava, they 
require the assistance of the other 
pair. Take control of the other pair 
and move until you find the blue 
pod plant. Nearby is a set of 
spike-shooting plants. Lure the 
large force from the next clearing 
to those plants, and then set up 
shop just behind them. The plants 


Jumping while on slippery surfaces often affords you better control. 


Being creative can often help you avoid dangerous jumps. 


will fire continuously, making the 
huge battle easier to win. 

After a while, you will arrive at 
a small alcove that contains a new 
creature, which spits out little 
explosive spiders. These tiny crea- 
tures are called necrocytes, and 
once you absorb the meat of one 
of their masters, you can mutate 
the Necrocyte weapon. 

A nearby ramp takes your team 
to a spike trap that bars a door. 
Through that door is a jumble of 
rocks, through which you can see 
the other two genohunters far 
below. Walk close to the hole and 
drop your pods through it. 


Tip: It is possible to stop a binary 
pod explosion by scooping one of 
the pods up before they detonate! 
This might be handy if you drop 
both pods through the jumble of 
rocks, and while the second one 
drops, you say “Oops.” 

The two genohunters below can 
use the pods to blow up the tall 
standing rock so that it creates a 
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Don’t destroy enemy corpses until the fight is over. 


walkway across the lava. This team 
will eventually come to a plain 
with a pair of mountains on it. The 
mountains make each color of pod 
accessible. Use the pods to blow a 
hole in the crystal barrier indicat- 
ed by the objective blip. 

Continue to follow the objective 
blip through a system of tunnels 
that will bring you to a standing 
rock. Blow the rock over with near- 
by pods, but don’t bother to pick 
up another pair of the pods before 
you head onwards. The next room 
contains both kinds of pods—and 
all kinds of monsters! 

Below you are the three parasite 
structures you need to blow up. 
The army of enemies that attacks 
you will funnel across a bridge at 
the far end of the clearing. If you 
can meet them head-on at that 
point, you will have the most suc- 
cess. Use the nearby binary explo- 
Sives to assist you. 


Land Seven 
Objectives: Find a way through the 


entrance at the base of the volcano. 


Walkthrough: Almost immediate- 
ly, the walkways around you will 
burst into pieces and enemy 
spore-shooters will start to bom- 
bard you from above. Rather than 
attack them, run past them. One of 
the ramps you arrive at will allow 
you to get up on the walkways 
and attack with far more ease. 

You will soon arrive at a small 
clearing full of pointy explosive 
plants. Just behind you are the 
sounds of spike-shooting plants, 
which are growing on the ceiling 
of a cave. Amid the plants are 
green pods, which you can shoot 
down with your spike weapon. Do 
so, and grab a green pod. 

Return your attention to the 
clearing. Station your genohunters 
near the entrance, and use your 
fastest genohunter to lure the 
waves of enemies through the 
explosive plants. Fire your weapon 
in such a way as to blow up the 
plants as the enemies pass by, and 
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Land eight: the boss monster has a weak underbelly. 


a pees cower sees meen 


Land eight: you can reach the key by jumping off a nearby mushroom. 


this battle will be a cinch. 

Soon you will come to a pair of 
ramps that are covered with slime. 
Even if a genohunter does not 
have the sticky feet skill, you can 
pass over the left-hand ramp with 
patience and jumping skills. 


Tip: When you jump in the air, you 
have some control over where you 
land. Further, slimy surfaces do 
not affect you. If you are traveling 
with difficulty over slimy surfaces, 
try jumping and strafing midair to 
right yourself. 

A few twisted walkways conceal 
a blue pod plant at their far end, 
and a crystal barrier blocks your 
way. Use binary explosives to clear 
the crystal. The next room features 
a series Of jump-pad jumps, which 
is solved as follows: 

Leap onto the further of the two 
jump-pads that you see. You will 
automatically land on another 
pad, which will send you to a dis- 
tant room. In this room, jump on 
the right-most pad, and again 


jump on the right-most pad in the 
room you land in. You will be sent 
to a room with two pads, one right 
next to the wall. Jump on this one, 
and you will eventually (and auto- 
matically) land on the far side of 
this puzzle. 


Tip: Just as when you jump manual- 

ly, your movement keys can modify 

a jump-pad flight. Use them to 

minimize the damage you take at 

the end of your first series of jumps. 
| Hitting a wall and then landing will 
not damage your genohunter; so 
don't try to alter your flight for the 
duration of the puzzle. 

You will soon come to a narrow 
canyon where you will meet, for the 
first time, enemies that fire electric- 
| ity. Killing one of these creatures 
| will allow you to mutate the 
| Electricity weapon. One of the crea- 
| tures in this canyon is carrying a 
) green key. Pick it up and move on. 

A series of jumps over lava will 
bring the group to a gate that can 
only be opened with that green key. 


Walk the genohunter who is carry- 
ing the key over to the gate, and it 
will open. A large group of enemies 
will sally forth, but if you keep your 
group on the nearby platforms (and 
not immediately by the door), you 
will defeat the enemies with little 
damage to your team. 

Inside the gate is a cavern with 
a large pit in the center of the 
floor. Jump down into the pit and 
gather your genohunters next to 
the circular gate on the floor. This 
will end the mission. 


Land Eight 

Objectives: This continent features 
a new bio-signature even bigger 
and badder than the last one. 
Your task is simply to find it and 
destroy it. 


Walkthrough: You begin the level 
on a platform in a tall chamber. 
Leading from the ground floor of 


Rocks that jiggle when hit can always be destroyed somehow. 


the chamber is an open tunnel. Go 
that way, and behind one of the 
boulders you will find a chamber 
populated with mushrooms. By 
jumping from one mushroom to 
the next, you can access the yellow 
key that sits atop the highest 
mushroom. You may not be able to 
land on the key’s mushroom, but 
you will be able to hit the R key to 
grab the key as you lunge for it. 

As you are getting the key, you 
will encounter a new kind of crea- 
ture that can shield itself. Once 
you absorb their meat, you will be 
able to mutate the Shield skill. 


Tip: It is often to your advantage 
to pick up extra binary explosives 
when a plant is nearby. They do 
wonders in big battles, especially 
against boss creatures. A geno- 
hunter who has the shield skill can 
survive these massive explosions 
with little or no damage. 


| Lay ambushes when faced with a dangerous enemy force. 
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Land nine: this stone column conceals a blue pod plant. 


Back in the starting chamber, 
walk up the spiraling ramp and 
take your first left. This tunnel 
leads to a cave guarded by crea- 
tures that possess the red key. 
Once you kill them, you can pick 
up the key and exit the red gate 
from this cave. Beyond the red 
gate is another fight that will 
result in your possession of the 
green key. 

Return to the starting chamber 
again, and give the green key to 
one of the genohunters who pos- 
sesses stealth. From the ground 
floor of the starting chamber leads 
a tunnel protected by a series of 
spike traps and exploding plants. 
The plants explode in a pattern, 
and the traps will open if you use 
the stealth skill. Beyond the traps 
is a large force that can be most 
easily beaten if you run past them 
through one of the spike traps at 
the far end of the room. 

Up on a platform is the blue 
key, which you can reach by 
climbing the ramp and using the 
jump-pad at its summit. Take that 
key back to the starting chamber 
and use it to exit through the blue 
gate at ground level. 

Passing by a pool of lava, you 
will arrive at the last of the locked 
gates: the yellow gate. Beyond the 
yellow gate is a system of tunnels 
and caverns. The right most two 
tunnels just on the other side of 
the gate leads to blue and green 
binary pods. The blue ones must 
be shot down from a tall pillar in 
order to be collected. Stock up on 
two of each pod, and return to the 
blue gate. 


Tip: If you are controlling a geno- 
hunter who is alone, and want the 
computer to control a difficult 
jump or attack, here is how: hit the 
Q key, aim the reticule at the 
objective, and then order the very 


genohunter you are controlling to 
perform the task. Switch to a dif- 
ferent genohunter, no matter how 
far away, and the original geno- 
hunter will carry out the difficult 
task with the aid of the computer. 

Head down the left-most tun- 
nel. At the end of the next cavern 
is a crystal blockade that you must 
use binary explosives to penetrate. 
Beyond is a very large amphithe- 
ater with lava at the bottom and 
twisty tube-like walkways con- 
necting platforms. Follow the 
objective blip through this room 
until you reach the cave that con- 
tains the massive enemy monster. 

Control the genohunter who 
possesses the highest skill level at 
the claw weapon, and lead the 
way. Once inside, circle behind the 
boss and start digging away at its 
underbelly. Let the other three 
genohunters attack as they will, 
but you stay underneath the mon- 
ster at its rear. If you see one of 
your genohunters about to die, 
you might want to take control of 
it and circle the outside of the 
cave, collecting food creatures. 
Once this monster is dead, the 
level ends. 


Land Nine 

Objectives: An iceberg infested 
with parasite creatures is being 
pushed toward the main continent 
by a tentacle. Your team, which 
begins the level split up at the four 
corners of the iceberg, must plant 
explosives at the iceberg’s two 
weak points. 


Walkthrough: Genohunter #2 
begins near a canyon coated on 
both sides with slime. There are 
several jumps available for cross- 
ing the canyon, the easiest being 
on the left-hand end. Near this 
jump, on your side of the canyon, 
a green pod grows from a valley 


Land nine: genohunter #1 needs help getting past this point. 


wall. Shoot one of the pods down 
and get it. 

Across the canyon is a red key 
gate, and a small alcove (follow 
the objective blip) with a small 
hole in it, belching smoke. Place 
your green pod here. 

Genohunter #3 begins near a 
very deep canyon. The first ene- 
mies it meets are guarding a green 
key. You can reach the green key 
with a series of jumps that takes 
you to the far side of the canyon. 
Near the key is a jump-pad that 
lands you near a small boulder. 
Blow away the boulder, and you 
will find a jump-pad that takes 
you to the green pod plant you 
see in the distance. The ridgeline 
takes you to the green gate. 

Genohunter #4 begins near a 
spike trap, on a ledge. You will 
need to jump from the ledge onto 
a platform that holds a jump-pad, 
which will take you to another 
platform nearby. This platform is 
next to another, from which grows 
a blue pod plant. You can leap to 
this platform and scoop up the 
pod, if you have the jumping abil- 
ity. Alternatively, blow a pod into 
the air and nab it, or knock one 
onto the jump-pad and then get it 
where it lands. 

Once you are off the ledge, you 
will encounter a large field of 
slime. Cross it, and near the far 
end you will find a smoky alcove. 
Drop your blue pod there, and 
then re-cross the slime field. An 
opening nearby will take you to a 
ridge, atop which you will find a 
blue key. Use it to open the gate 
near the smoky alcove. 

Your #3 and #4 genohunters 
should now be able to access the 
central area, where the parasite 
structures are. One of them con- 
tains three keys, which will allow 
you to open the gate for your #2 
genohunter. At this point, pods 


and smoky alcoves are all accessi- 
ble, and you can place the explo- 
sives and escape to the getaway 
point to end the level. 


Tip: This level can be beaten with- 
out using genohunter #1. Since 
dead genohunters rejoin the group 
as the next level starts, it may be 
to your advantage to let one die. If 
a genohunter is way across a level, 
and the level will not end until it 
joins the group, switch to it and 
kill it. Jump into lava, off a cliff, or 
fire spores into a wall at close 
range. Mean, to be sure, but fast. 
(If you'd like to involve geno- 
hunter #1, you will need to destroy 
a white rock with black stripes 
near a red key in genohunter #2’s 
starting area.) 


Land Ten 

Objectives: Find and detain a 
mucus-producing creature until a 
ship can arrive and claim it. On 
this level, you race against the 
clock: the icy water is rising! 


Walkthrough: No laziness on this 
level—the water is rising, and it 
can take away any hope of accom- 
plishing your objective at any 
point on this level! If at any time 
you get stuck, it may well be 
because you’ve taken too much 
time, and the key you need is sub- 
merged under the water. Your best 
bet, if you can’t find a key, is to 
restart and do the level faster. 

A boulder blocks the first room, 
beyond which is a red gate. A 
nearby cave, blocked by a spike 
trap, contains flame-shooting 
enemies. One of them carries the 
red key. 

The next room contains a green 
gate. Uphill to your right is a 
boulder that blocks the way to a 
pit that contains a green binary 
pod. You'll need one of these for 


later, so nab one. Downhill to the 
left of the gate is a boulder, which 
you can knock apart using a pow- 
ered-up spore weapon. Inside is a 
big enemy force that possesses the 
green key. 

A blue gate blocks your way 
from the room behind the green 
gate. The blue key lies beyond the 
crystal blockade to your right as 
you face the blue gate. You will 
need a blue binary pod in order to 
blast away the crystal. Downhill is a 
pair of spike traps with spore- 
shooting plants between them. 
Choose a genohunter who possesses 
the shield skill to get the blue pod. 


Tip: Use the shield to help you 
navigate safely through this trap. 
Once you are inside, put your 
back to the gate. You will still be 
able to see the spikes, even 
though your back is to them. Use 
the shield skill every time a pod 
threatens to hurt your geno- 
hunter. When the spikes finally 
open, back up and escape. 

The blue pod is growing from a 
plant way up on the ceiling. At the 
far end of this cavern is a boulder 
that conceals a jump-pad. As you 
enter the room, use stealth or shield 
to maneuver to this boulder, and 
blow it up. Jump up onto the walk- 
way and use your spike weapon to 
knock a pod off of the ceiling. Run 
down the walkway and slip to the 
ground. Collect the pod and, using 
stealth or shield, run back through 
the spike traps. Certainly, you can 
choose to kill all of the enemies in 
this infested cavern instead, but 
this takes valuable time. 

Now blast your way through the 
crystal and travel across the windy 
tube that leads to a tunnel. At the 
far end is the blue key. Return with 
it and enter the blue gate. 

Up on the plateau is a large (to 
say the least) colony of parasites 


Land ten: corral the mucus-creature inside this cage. 


and their homes. Just beyond the 
blue gate is a collection of rocks 
that makes a nice ambush point. 
Using your speediest genohunter, 
round up the enemies in batches 
and bring them to the ambush. 

On one wall of the parasite 
compound is a boulder that con- 
ceals a mucus-shooting creature. 
Attract its attention and lure it to 
the circular cage of spikes nearby. 
Keep it occupied as long as it takes 
for the mission to end. Note that 
the icy water on this level will only 
rise to the base of the circular 
cage, so you have plenty of time 
for this last step. 


Land Eleven 

Objectives: Find and destroy 
the colony of mucus-producing 
creatures. 


Walkthrough: Genohunter #1 
begins in a clearing that contains 
a blue binary pod plant. The way 
out is blocked by a clump of 
crystal that sits in a pit. 
Genohunter #2 is the key to 
breaking through the crystal. 

Genohunter #2 starts near a 
green binary pod (pick it up), a 
circular spike trap, and a very 
large group of enemies. Blow away 
the boulders that surround the 
spike trap, revealing a set of 
jump-pads that will catapult your 
enemies into the exploding plants. 

Carry the pod to a nearby ramp 
that has slime at its top. This ramp 
spills out into genohunter #1’s 
clearing. Drop the pod near the 
top and shoot it with spikes (if 
necessary) so it falls into the clear- 
ing. Go back down the ramp past 
the spike trap. 

A nearby stream of water flows 
beneath a very tall tower, atop 
which is the blue key. A boulder at 
one of the stream conceals a 
jump-pad that sends you to the 
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Land eleven: the spike trap has done its work for genohunter #2. 


top of the tower. (Note: Against 
one wall near the stream is a white 
and black striped rock. Use your 
flame weapon to destroy it at 
some point.) Now go back up the 
slimy ramp and drop down into 
genohunter #1’s area. 

Genohunter #3 begins near a 
pair of jump-pads that lead across 
a patch of exploding plants. By 
jumping up a series of platforms, 
you can access the green key. 
Circling back, you will cross a 
stream and gain access to geno- 
hunter #2’s starting area. From 
here you can mimic #2’s moves 
and join them. 

Blast through the crystal and 
defeat the enemy horde on the 
other side, either by luring them to 
the pit or by using the explosive 
plants to your advantage. 
Continuing on, you will encounter 
a new creature that will give you 
the GeneDisruptor weapon. Within 
the next series of tunnels are the 
red gate and the red key. 

The red gate releases you into a 


hallway that features four gates. 
Take the middle one to genohunter 
#4 (follow the radar) and release it 
with the yellow key. Now you can 
access the final gate in that hall- 
way, and destroy the parasite 
structures within. 


Land Twelve 

Objectives: One last enemy 
stronghold must be taken down 
by your genohunters. 


Walkthrough: Two different 
tube-like paths lead to red doors, 
and a creature at ground level 
holds the red key. Once you have 
the red key, follow the objectives 
arrow to the final battle. Here you 
will face two gigantic creatures 
that guard a pulsing inverted 
spike. Use mucus and fire liberal- 
ly. See if you can get the two 
creatures to fight each other (they 
may do so even if you attack 
them first). Once they are dead, 
destroy the pulsing spike with 
your weapons.—Dave Perkins 
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A Soldering Iron, A Roll 

of Duct Tape, and A Dollop 

of Nonsense 

Configuring your ship in Tachyon 

can be confusing. All ships have a 

a te 7 number of slots into which you 

Hesperides [Mee 2a i can drag a weapon. There are four 
G fe ee kinds of slots, each identified by a 

symbol. Medium slots are marked 

with two squares, heavy slots are 

. Oe Me i marked with three squares, rack 

RANT OBJECTIVES "ioe Po s a slots are marked with missile 

STECT MERPERIDES | see icons, and special slots are marked 

with star symbols. 

Most slot types don’t matter— 
as of version 1.00.00.29r there is 
no consistent connection between 
slot type and the weapons they'll 
accept. The only way to be sure 
; B EY which weapons fit into which slots 
ine cone ) ic Made © is by selecting the weapon and 

natiat iin | | RANGE 639 noting which slots flash. CPU slots 

: are more predictable. Every ship 
has one CPU slot that will only 
hold afterburners and one slot 
that will only hold an afterburner 
reserve. The rest are open to any 
Sto iS . kind of card. 
sini rd — at ——————. For weapons, most slots repre- 
7 | ~ + gent multiple mounts. For 

instance, you start the game 
| with a GalSpan Orion, which has 
two slots for heavy weapons. As 
you'll note on the diagram of the 
Orion in the configure screen, 
however, the first slot represents 


8 
| ra only one mount, while the sec- 
ond represents three mounts. 
a ( () | e { | p The number of mounts is the 
i ' actual number of that weapon 


your ship will carry. You only 
need to buy one weapon to fill a 
slot, no matter how many 
mounts it represents. It makes 


WELCOME TO THE FRINGE. THE STAR PILOT'S GUIDE DOESN’T EXPLAIN SOME THINGS | no sense, but that's how things 


; . are done on the Fringe. 
and other things don’t work the way you'd expect. So following are a few tips | — once you're in your ship, no 


, ‘ . tter h di t 
for setting up your ship and getting the most from your afterburners. After that trp A el a 


is a series of hints for the specific missions that you'll perform out here. To ; youcan only set two to fire ata 
- given time. Pressing the “1” key 
quickly get a specific weapon or component, refer to the list at the end of this | cycles the weapon that will be 


— fired with the primary joystick 
article to find out where to go, which mission to play to unlock it, and how | sutton, while pressing the “2” 


much you || have to pay. key cycles the weapon that will 
' be fired with the secondary joy- 


SPIRE AOCEET 


Home again, home again: The Hesperides pulls into the safety of Alpha Station. 
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Ship Cost | Availability ' Unlocked by Playing... 
Archangel ' 180,000 | FGHRT | The Identity Game (R) 

Orion | 44,800 | FGHRT | Picking the Stone (H) 

Pegasus | 70,000 | FGHRT | Cracking Virtue (F) 

Phoenix ' 150,000 | FGHRT | Crystal Hunt (R) 

Poseidon ' 60,000 : FGHRT Taking Away Independence (H) 


Availability refers to the regions in which the component is available: B = Bora, F = Frontier, G = GalSpan, H = Hub, R = Ripstar, T = Twilight. Unlocked by playing... is the 
mission that must be successfully completed before the component is available for purchase. The letter in parentheses refers to the mission's region. 


rat 


stick button. If your weapon has 
more than one mount, you can 
have them all fire simultaneously 
by using the “3” or “4” key to 
link your fire (this will deplete 
limited ammo more rapidly if 
you re using rockets, missiles, or 
the Chatter Cannon). Pressing 
the tilde key (~) will set both 
weapons slots to fire simultane- 
ously when you press the prima- 
ry or secondary joystick button. 

Also note that when you finish 
a mission that unlocks a weapon 
or component it might only be 
available in certain regions. 
Sometimes you'll unlock a com- 
ponent that’s not available in 
your current region (this is fairly 
common in the Frontier). Refer to 
the list at the end of this article 
when you're shopping, and 
stock up on items that aren’t 
widely available, like the more 
powerful missiles and rockets. 
Weapons and components cost 
the same everywhere they’ re 
available, so there’s no profit in 
gun running. 


Keep Your Hands, Feet, and 
Intellect Inside the Vehicle 
at All Times 

Tachyon uses a strange inertia 
model that might be described 
as “almost Newtonian.” As long 
as you re holding down the slide 
button, you'll never slow down. 
However, the moment you 
release that button, your speed 
is directly affected by your 
thrust setting. What this means 
is that if you hold down the slide 
button while you’re at full after- 
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Light Freighter 
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Ducks in a row: Presiding over a convoy of freighters. 


burner speed, you won't slow 
down even when your afterburn- 
ers are disengaged and recharg- 
ing. The moment you release the 
slide button—even if you're at 
full thrust—your ship will slow 
down to its normal full thrust 
speed. What this means is that 
you can travel in a straight line, 
indefinitely, at full afterburner 
speed, without using up your 
afterburner energy. 

Your top speed (both at full 


GalSpan Ships and Components 


Weapon 
Adv. Blast Torpedo 
Blast Torpedo 


Chatter Cannon 
Deimos Heavy Laser 
Disruptor Torpedo 
Flare Medium Laser 
Glint Light Laser 
Helios Rocket 
Hunter Torpedo 
Solaris Torpedo 
Sunspot Missile 
Swarm Missile 
Tesla EMP Missile 
Tiger Missiles 
Tractor Wave 
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6000/2 
1700 
3000 
2250/8 
3900/8 
4250/6 
1000/12 
7150 
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thrust and with afterburners) is 
determined by how much ener- 
gy is being diverted to recharge 
lasers, shields, and afterburn- 
ers. If you set their recharge 
rates at minimum, it will allow 
you to reach a higher speed. 
Once you're sliding at that 
speed, you can reconfigure your 
recharge rates with no effect on 
your speed. For instance, ina 
Bora Battleaxe, afterburner 
speed with all systems fully 
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recharging is 872 sub light 
units; afterburner speed with all 
systems set to zero recharge is 
1,371 sub light units. If you turn 
down all recharge rates, accel- 
erate with your afterburner to 
1,371 sub light units, and then 
hold down the slide button, you 
can then crank all recharge 
rates to maximum without your 
speed changing. 

This is an important tactic in 
running away and recharging 


A Bank without Money (T) 

Cracking Virtue (F), A Bank with 
out Money (T) 

The Posse (F) 

Cracking Virtue (F) 

Hunting the Hunter (F) 

Hunting the Hunter (F) 

Taking Away Independence (H) 

Lost To the Fog (T) 

Taking Away Independence (H) 

Cracking Virtue (F) 

Picking the Stone (H) 

Crystal Hunt (R) 

Taking Away Independence (H) 

Taking Away Independence (H) 

Prometheus Patrol (G) 


Availability refers to the regions in which the component is available: B = Bora, F = Frontier, G = GalSpan, H = Hub, R = Ripstar, T = Twilight. Unlocked by playing... is the 
mission that must be successfully completed before the component is available for purchase. The letter in parentheses refers to the mission’s region. 
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Soft grey underbelly: targeting the Burrows’ powerplant. 


vital systems like shields and 
lasers while you're escaping. It's 
also an important tactic in con- 
serving afterburner energy to 
help you maneuver better in 
combat. For long straight shots, 
like to reach tachyon gates ina 
hurry, use your afterburners to 
just point and slide rather than 


burning energy the whole way. 


Mission Tips: Where to 
Come When All Else Fails 
The missions in this guide are 
divided into four phases: pre- 
exile, post-exile, and then the 
mutually exclusive Bora and 
GalSpan branches, which make up 


GalSpan Ships and Components 


Systems 

Advanced Radar 
Afterburner 
Afterburner Reserve 
Aim Point Module 
Ammo Hold 

Boosters 

Burn-Off Device™ 
Combat Scanner 

EW Jammer 

Fog Radar 

Laser Reserves 

Lead Target Assistant 
Lock-On Defense 
Lock-On Warning 
Radiation Screen 
Shield Reserves 
Smart Shields 
Tracking Enhancement 


the bulk of the game. Although 
you'll only play one of the branch- 
es at a time, they have several 
missions in common. The missions 
in each branch are divided 
according to the region in which 
they take place and are listed 
alphabetically. These specific tips 
should be used if you're having 


Availability 
GR 

FGHRT 

FGHRT 

FGR 


trouble, since they assume a basic 
familiarity with the particulars of 
the mission. 


Pre-Exile: Before the Fall 
This is basically tutorial stuff. It 
gives you the opportunity to play 
with bigger guns and better ships. 
Don’t get too attached to these 
toys, because you won't have 
them for long. If, however, you 
want to save up money to try 
some of the more expensive hard- 
ware, you can amass a small for- 
tune through the Ring Training 
and Combat Training missions. 
Note that you'll earn more money 
than the paltry sum listed on the 
job board—Ring Training gives 
you money for time left over after 
each course and Combat Training 
gives you a bonus for the difficulty 
level of your opponents if you 
destroy the entire wave. Although 
these bonus sums won't show up 
on the debriefing screen, they will 
be figured into your account. 
During the Ring Training, use 
your afterburners to run the 
courses quicker and earn a better 
“time left” bonus. Make sure your 
afterburner has fully recharged 
before starting the next course. 
Set your afterburner to recharge 
at the full rate, since you can 
make up for the moderate speed 
hit with the additional afterburn- 
er energy you'll accumulate. Back 
up to give yourself room for a 
running start so you enter the 


Unlocked by Playing... 
Missing Squadron(G) 

The Blockade (H) 

Color of the Nose (G) 

Strafing Run (F) 

Cracking Virtue (F) © 

Arena Gambit~Malkar’s Champion (F) 
Picking the Stone (H) 

Magellan Shipment (H) 

Illicit Pick Up (F) 

Hajod’s Bargain (F) 

Crystal Hunt (R) 

Quarantine Compromise (H) 
Crystal Hunt (R) 

Hospital Emergency (H) 

Hajod’s Bargain (F) 

The Posse (F) 

Arena Gambit—Onrald’s Champion 
(F), The identity Game (R) 
Prometheus Patrol c) 
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Availability refers to the regions in wick the component is available: B = Bora, F = Frontier, G = GalSpan, H = Hub, R = Ripstar, T = Twilight. Unlocked by playing... is the 


mission that must be successfully completed before the component is available for purchase. The letter in parentheses refers to the mission ’§ region. 


uses sappers, so the Burn-Off Device is useless in the single player game. 


*The computer Al never 


first ring at full speed. 

Before you tackle Combat 
Training, you might want more 
advanced hardware, especially if 
you're going to fight against the 
higher skill levels. Each of the non- 
training missions will unlock a few 
new toys for the duration of this 
pre-exile phase. Escort Mining 
Vessel and Security Breach give 
you new missiles, while the latter 
mission also gives you the Chatter 
Cannon. Investigate Mine Field 
gives you the pokey but powerful 
Deimos Heavy Laser. Quarantine 
Compromised should be the last 
mission you play, since it will 
advance you to the next stage. 


Post-Exile: Trading ina 
Porsche for a Pinto 

You're now at square one with a 
Mako fighter. From here on out, 
you're upgrading your ships and 
outfitting them for the rest of the 
game. To get some quick money, 
use the new Ring Training courses. 
They Il be available, however, even 
after you've chosen a branch. 

Hospital Emergency will earn 
you some quick money. Load up 
on cheap rockets and use these to 
take out about a half dozen aster- 
oids in front of the hospital ship. 
This will buy you enough time to 
fly in front of it, using the rear 
view to situate yourself in its flight 
path. From here, if you take out 
any asteroids in front of you, 
you ll clear a path for the hospital 
ship. When it’s time to take out the 
power plant, you'll find it at the 
rear of the ship. 

Play Blockade to unlock the 
afterburners, a crucial component 
once you find yourself in combat 
situations. If you save both the 
Bold and the Traveler, you'll get 
more than the promised 8750 
credits. To secure this bonus, you 
might want to play Hub Escort or 
GalSpan Escort to unlock one of 
the wingmen that will distract the 
ships attacking the Bold and 
Traveler (to get the wingman 
from the GalSpan Escort mission, 


Bora Ships and Com 


Home on the frontier: New Vegas, baby! 


when you're returning, you have 
to save Shaw from the pirates 
attacking her). 

You'll choose your branch when 
Withdraw from Independence and 
Taking Away Independence 
become available; the former will 
align you with the Bora while the 
latter aligns you with GalSpan. 
Save the game by creating a copy 
of your player file from the Single 
Player menu. When you load this 
copy, you can choose the other 
mission to begin the branch you 
didn't play. 


GalSpan Branch, The Hub 
Magellan Shipment: Leon 

Coward's pirates aren't a very 
determined lot. As long as you ! 
plink away on a few at a time, : 
they'll be sufficiently distracted | 
and won't destroy enough of the 
freighters to keep you from fin- 
ishing the mission. You don’t 


Ship 
Battleaxe 
Claymore 
Cutlass 
Mace 
Warhammer 


ponents 
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Cost 
81,250 
110,000 
49,000 
64,000 
130,000 
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have to destroy all the Piranhas in 
Industrial Sector, but anyone left 
over will be blocking your way on 
the return trip from Hera. 


Picking the Stone: Here’s your first 
big squabble with Bora. The 
Ripstar device is on the Burrows, 
the second freighter in the line on 
the right. To complete the mission, 
you ll have to destroy the Bora 
who jump in after you've disabled 
Burrows’ power plant. 


The Rory Sting: This mission will 
be unlocked once you've discov- 
ered Rory’s location by playing 
The Bounty in the Frontier region. 
This is pure combat, so don’t 
worry about defending the 
Galluran—she’s just bait. Star 
Patrol won't be much help, so 
you re on your own against 
Rory's clan. You might want to 
concentrate on Rory himself, 


—--—— 


since he’s the best fighter of the 
bunch. You can destroy him if 
you want, but your reward will be 
cut down to 6,000 credits. To get 
the full 12,000 credits, strip his 
shields down and disable him 
with a Tesla missile. 


Taking Away Independence: 
Concentrate on the three Rover 
shuttles once you get to 
Independence. Make sure you 
have an afterburner to catch up 
with them. In the meantime, the 
stronger GalSpan ships will handle 
most of the fighting. 


GalSpan Branch, GalSpan 
Bonus Incentive Program: Since 
Lakita cheated by having her 
friends shave your shield down on 
the way in, you can return the 
favor by attacking her with EMP 
missiles. Start firing at her before 
the competition starts and she'll 


Availability 
BFHT 
BFHT 
BFHT 
BFHT 
BFHT 


Unlocked by Playing... 

Core Weapon (F) 

The Attack (B) 

Withdraw from Independence (H) 
Bait and Switch (B) 

Descent into Madness (T) 


Availability refers to the regions in which the component is available: B = Bora, F = Frontier, G = GalSpan, H = Hub, R = Ripstar, T = Twilight. Unlocked by playing... is the 
mission that must be successfully completed before the component is available for purchase. The letter in parentheses refers to the mission's region. * The computer Al never 
uses Sappers, so the Burn-Off Device is useless in the single player game. 
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Midas Station: Gold in them thar spires? 


just sit there and take it. If she gets 
underway before you've disabled 
her, you'll have to deal with the 
countermeasures she'll use to 
spoof the missiles; get directly 
behind her and use your EMP mis- 
siles as if they were unguided 
rockets. Once you strip her shields 
and hit bare hull, you'll be free to 
attack all the drones yourself. 


Color of the Nose: “The Nose,” in 
this case, is A.J. Freesh. Play The 
Posse in the Frontier region to 
unlock him. He'll sweet talk the 
Demeter into letting you pass 
without an escort. Otherwise, when 
they turn hostile and start fighting 
you, close to within gun range of 
the Aquila so her firepower can 
help you out. When it comes time 
to dock with the Aquila, you'll find 
an open bay on the starboard 
side, near the front. You'll have to 
hover right side up over the puls- 
ing arrows to get the “Cleared to 
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Land” prompt, so if you got 
turned around during combat, 
you'll have to flip over. To disable 
the Demeter, park yourself right in 
the wash of her exhaust pipes 
where you can destroy her power 
plant without exposing yourself to 
any of her turrets. 


Final Payment: You'll have to take 
out all six Marauders to finish the 
mission. 


Missing Squadron: The Battleaxes 
are jamming your radar, which 
screws up the display at the bot- 
tom of your HUD. Although you 
can still lock onto ships, you won't 
get a good overview of the situa- 
tion until you destroy both of 
them to restore your radar display. 
Destroy all the Bora ships to finish 
the mission. 


Pirate Attack: The satellite being 
hacked while you fight the Skav 


Weapon 

Arc Light Laser 
Boron Medium Laser 
Corona Device 

EMP Projector 
Heavy Mining Laser 
Inertia Sapper 
Phase Sapper 
Plasma Rocket 
Power Sapper 
Pulsar Laser 
Railgun 

Remote Sapper 
Spire Rocket 


Cost 
800 
1750 
5250 
6500 
2650 
1300/12 
1500/16 
1400/20 
1000/16 
8650 
7200 
700/2 
600/40 
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The Cephius in a heated battle. 


pirates is a purple contact on your 
radar display. You only have to 
destroy the two Bora Warhammers 
loitering near this satellite to suc- 
cessfully complete the mission. 


Prometheus Patrol: You'll have to 
backtrack to Ceriphilon 
Production to take out the four 
satellite jammers. Even after 
you've found them, the little 
buggers can be hard to hit from 
up close. Position your aiming 
cursor slightly off center to score 
a hit. When you return to 
Prometheus Production, concen- 
trate on the Warhammers to keep 
the Hephaestus Module from 
being destroyed. 


The Review: The corporate bigwigs 
on the Aquarius are your primary 
concern. Centaurus 1, 2, and 3 are 
just cannon fodder. The Bora carri- 
er Gallant will only be launching 
Daggers, but don't rush to meet 


Availability 
BFHT 

BH 

BH 

BF 

BH 

BF 

BF 
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them or you'll be within range of 
the Gallant's guns. Stay near the 
shuttles and let the Daggers come 
to you. There will be a lot of them, 
so don't get tempted to chase 
them around or you'll leave the 
Aquarius undefended before she 
gets to safety. 


GalSpan Branch, 

The Frontier 

Open the Frontier region by play- 
ing “Picking the Stone in the Hub.” 
Be careful with the slot machine! If 
you're determined to try to beat 
the house, back out to the single 
player menu and make a copy of 
your player file. Then, if Lady Luck 
doesn't favor you, you can load 
your saved copy. Now you're wiser 
and richer. 


Arena Gambit: There are two 
mutually exclusive flavors of this 
mission: Malkar’s Champion and 
Onrald’s Champion. Malkar’s 


Unlocked by Playing... 
Withdraw from Independence (H) 
Recoil (H) 

Recovery in Good Faith (F) 

Risky Venture (F) 

Risky Venture (F) 

The Attack (B) 

Risky Venture (F) 

Recoil (H) 

Withdraw from Independence (H) 
Recovery in Good Faith (F) 
Descent into Madness (T) 

Gate Blueprints (B) 

Withdraw from Independence (H) 


Availability refers to the regions in which the component is available: B = Bora, F = Frontier, G = GalSpan, H = Hub, R = Ripstar, T = Twilight. Unlocked by playing... is the 
mission that must be successfully completed before the component is available for purchase. The letter in parentheses refers to the mission's region. 


lasers and an entry-level ship. To 
make progress beyond that, you'll 
need a better ship and some 
advanced secondary weapons. 


The Bounty: Once you've cowed 
Redship Rory’s henchmen at the 
Arena by destroying a few of 
them, they'll let slip that they’re 
supposed to meet Rory at Fury. At 
Fury, head for the Shrikes attack- 
ing the luxury liner to get valuable 
information about Rory’s location. 
This will unlock The Rory Sting 
mission in the Hub. 


Cracking Virtue: Run ahead to 
Foothold while GalSpan’s hired 
escort fights the Skav Pirates. 
When you enter Foothold, the con- 
tainment platform you need to 
advance the mission will be clearly 
visible if you look to your left. 

ib eines ine After the Ripstars are released, 

~ AebGDA Lad dnb eens iadeniiM concentrate on the Bora Claymores 
; to protect the Cephius. This mis- 
sion will unlock a new set of mis- 
sions back in GalSpan. 
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Prometheus Production: building a better tomorrow. 


Freedom and Humiliation: Swat 

down a flight of Midges and 
Champion will give you Boosters | wingman first and you'll have an | 250 and 500 credit purses. Then | Barracudas to clear the way for 
(in the GalSpan branch, this is the easier time chasing the champion =‘: there are five tiers for 1000, 2500, ' the shuttles from Hajod’s station. 
only way to get Boosters) and down without worrying about 5000, 10,000, and 25,000 credit Take your time, since the shut- 
Onrald’s Champion will give you | being attacked. purses. Finally, there’s a bonus tles will wait until you’re done 
a Smart Shields card. Both mis- round for 50,000 credits. It’ll be | before they launch. Stay clear of 
sions will pit you against a pair of | Arena Qualifier Round 1: There are pretty easy to climb through the —_:_ the top of the space station, 
powerful opponents. Destroy the ' two simple qualifier rounds with —'_ first several tiers with only medium | where Hajod’s laser turrets will 


Bora Ships and Components 
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: : 
System | Cost | Availability . Unlocked by bate 
Advanced Radar | 3250 : ' Risky Venture (F) 
Afterburner ' 2500 | BFHT ! The Blockade (H) 
Afterburner Reserve ' 2800 | BFHT ' Core Weapon (F) 
Aimpoint Module 3800 | BFH | Strafing Run (F) 
Ammo Hold 1200 4 | Bait and Switch (B) 
Booster ' 3800 | BFHT The Attack (B), Arena Gambit— 
| : ' _ Malkar’s Champion (F) 
Burn-Off Device” | 4500 =: | Core Weapon (F) 
Combat Scanner | 3250 | BFHT ‘| Magellan Shipment (H) 
EW Jammer i 6500 | F | Extraordinary Hunt (T) 
Fog Radar : 3250 | BFHT Illicit Pick Up (F) 
Laser Reserves ' 3500 | BH Bait and Switch (B), Hajod’s 
: : Bargain (F) 
Lead Target Assistant : 1500 | BFHT Extraordinary Hunt (T) 
Lock-On Defense ! 5650 ' BH | Quarantine Compromise (H) ’ 
Lock-On Warning | 3650 | BFHT ' Recoil (H) 2 
Radiation Screen ' 4850 iF | Hospital Emergency (H) ¢ 
Shield Reserves ' 2300 ' BH | Bait and Switch (B), Hajod’s @ 
! ) | Bargain (F) : 
Smart Shields | 4650 | BH | Core Weapon (F), The Posse (F) 2 
: | Arena Gambit—Onrald’s vn 
! ' Champion = 
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Availability refers to the regions in which the Spore is available: | B = Bora, F = Frontier, G = GalSpan, H = Hub, R = Ripstar, T = Twilight. Unlocked by sieving. is the | sd 
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uses sappers, so the Burn-Off Device is useless in the single player game. 
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The Sightseer taking the scenic route. 


be active. To avoid them, fly 
below the top of the station or 
lure the fighters away. Once the 
shuttles take off, two Barracudas 
will attack. Keep them from get- 
ting within rocket range of the 
shuttles by dividing your fire 
between the two of them. 


Hajod’s Bargain: Cycle your tar- 
geting display through the 
guard ships to find Alexander 
Onrald’s Flare. As soon as you 
strip its shields and disable it 
with the Tesla, Baron Hajod will 
instantly take custody of him 
during a cutscene. Keep the 
other Flares busy as Hajod makes 
his way back to the tachyon 
gate. You'll also have to keep 
Redship Rory’s ships busy in the 


next sector. 


Hunting the Hunter: It’s possible 
to finish this mission without 
engaging in any combat. Fly to 
Venture, dock with Midas 
Station, and then make a beeline 
to Malkar Barony. Crates in the 
Void Runner and Dark Space sec- 
tors will give you a cash bonus. 


Illicit Pick Up: Patrioli has been 
kind enough to drop a nav buoy 
near the crate he wants. Once 
you reach the nav buoy, the 
crate will be a purple contact on 
your radar. Pick it up and get 
through the Skav Pirates on the 
way back to New Vegas to suc- 
cessfully complete the mission. 


The Messenger: When you set 
down on Hajod’s Landing 
Platform, make sure your nose is 
pointed towards the tachyon 
gate, since you'll need to high- 
tail it to the exit. Alternatively, 
you can perform preemptive 
strikes against Hajod’s weapons 
plants to make your exit easier. 


—— 
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The Posse: This is just a quick 
local tussle with some pirates and 
bounty hunters. You can net a 
few extra credits on the side bet 
one of the hunters makes. More 
importantly, you'll unlock the 
extremely useful Chatter Cannon 
and Shield Reserves. 


Rescue Persephone: The 
Persephone’s dock is on her front 
right side. Once you hand over the 
energy core, you'll have to distract 
as many of the attacking 
Nighthawks as you can to keep 
them from getting close enough to 
launch their rockets. The Shrikes, 
on the other hand, are almost no 
threat to the Persephone. 


Strafing Run: Although the mission 
briefing correctly points out that 
Hajod’s fighters will be sitting 
ducks when you arrive, it neglects 
to mention that once you destroy 
the last fighter, the base's consid- 
erable defenses will activate. You 
can either cover your escape by 
taking out all the weapons plants 
before you destroy the last Midge 
or you can just make a dash for 
the tachyon gate and count on the 
fact that the laser turrets don't 
lead their targets very well. 


GalSpan Branch, Ripstar 
You'll unlock this remote region 
by completing the Prometheus 
Patrol in GalSpan. 


Crystal Hunt: Welcome to one of 
Tachyon’s least fun missions. 
Once you're in the Draconis 
Ripstar Field, pass through the 
line of nav buoys to situate 
yourself among the Ripstars. 
Their gravitational pull isn’t 
really a problem as long as you 
look where you're going and pay 
attention to whether the 
“Gravity” warning on the screen 
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is blinking. Target a Ripstar and 
then use your bracket keys to 
cycle through them, approach- 
ing them one at a time, in 
sequence, to check for the crys- 
tal. Once you've found it, you'll 
have to get through Bora’s nim- 
ble but frail Dagger fighters to 
land on top of Canopus Station. 
If you can’t land without getting 
shot up, it’s easy enough to thin 
their ranks by making slashing 
attacks past the station with 
your afterburner. This mission 
unlocks a new series of missions 
in GalSpan. 


The Identity Game: You won't 
fail your mission if you choose 
the wrong spy, but you can cut 
to the chase by choosing the 
Quasar’s data package. While 
escorting the Quasar back to 
base, you won't have to fight 
everyone who jumps you; make 
a run for the tachyon gates and 


she'll follow you. 


The Final Plan Unveiled: 
Although your job is to protect 
the mining platform in 
Hephaestus sector, you can just 
regard this mission as a huge 
dogfight in the fog. As Logan 
says when the fighting starts, 
“Don’t get jumpy, just pick one 
target and concentrate on that 
ship.” Clearing the fog of Bora is 
just your first step. On the way to 
Liberty Base, you can run past the 
Bora in Ripping Fields. The land- 
ing platform at Merit Station will 
be below you when you arrive. 
Once you've picked up Susan 
Bradley, it’s just a matter of 
punching through waves of Bora. 
Don’t even think about fighting 
them unless you're interested in 
going out in a blaze of glory and 
having to replay the mission. 


Fleet Battle: In this capital ship 


Hellas Starbase, the capital of the Ripstar region. 
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Using a silver tongue to slip past GalSpan’s Demeter. 
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The KC2 crystal for Baron Malkar. 


assault, the GalSpan bombers will 
be caught up in a Ripstar field 
and won't make it to the party, so 
you get to take out the Bora ship 
Fortitude all by your lonesome. 
You ll have to weather some with- 
ering fire until you take out its 
weapons plant (located on the 
right rear part of the ship). If you 
take too long the GalSpan ship 
will be attacked by a wing of 
Bora Claymores. Immediately turn 
your attention to defending it 
from the Claymores or you'll fail 
the mission and forfeit the con- 
siderable cash reward. 


Saving Spike: Although your job 
is to protect the stranded Cobolt 
Spike, don’t sweat it too much. 
You can fail your contract and 
still complete this mission. As 
long as you defeat Leon Coward, 
you ll be paid and get a mission 
complete result. 


GalSpan Branch, Twilight 
Complete Hajod’s Bargain in the 


CURRENT OBJECTIVES 


DISABLE ALEXANDER GNRALD'S GHIP 
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Swarm missiles homing in on an Onrald Flare. 


Frontier to open the Twilight region. 


A Bank without Money: You’ 
need the Fog Radar card so you 
can find the nav buoys to 
upload data to them. They’re 
spread pretty far apart and even 
with the fog radar, you won’t be 
able to get a range reading until 
you re within about 5 kilometers. 
Pass within a kilometer of each 
buoy to upload the data. 
Unfortunately, it’s easy to acci- 
dentally return to a buoy you've 
already visited. You'll know 
you've reprogrammed a buoy 
when you hear Jake make a com- 
ment; otherwise, you've already 
visited it. Since you're probably 
going to be using the afterburn- 
er slide to dash from buoy to 
buoy, make sure you keep an 
eye on where you're going or 
you're liable to slam into the 
station without noticing it. Once 
you clear the way for the 
destroyers, concentrate on chas- 
ing down some of the Demon 


pirate ships until the destroyers 
have done their job. 


Drone Abduction: You'll have to 
punch through the irradiated 
Twilight Field and then an area 
crowded with defensive drones. 
Once you reach your objective, 
veer to the right. You can clearly 
identify the communication arrays 
in the fog because they’re placed 
on nodes with four lights at their 
base. Once you've taken out the 
correct array, the disabled drone 
will show up as a purple contact. 


Final Retribution: To survive the 
fight at Cassitor’s Station, you'll 
need a Radiation Screen (avail- 
able from the Frontier if you've 
completed Hajod’s Bargain). 
You ll be pleased to note that 
Barghest can make quick work 
of the assault drones in The 
Swarm, but you'll have to do 
most of the work while she 
plants a beacon at Cassitor’s 
Station. As soon as she plants 


Defending a science ship in the fog. 
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Onrald Barony: it’s obviously the maid’s day off. 


the beacon, Barghest is dispos- 
able. You can make a run for the 
exit, but be careful of the 
incoming Demons. 


Lost To the Fog: Since you’re fight- 
ing a swarm of Dr. Cassitor’s small 
assault drones, this mission calls 
for light weapons that fire quickly 
and unlimited guided weapons 
like Hunter Torpedoes. Once 
you ve destroyed the first set of 
drones, the science ships can 
escape and you can run past the 
reinforcements to leave. 


The Sightseer: This is the sort of 
mission where you'll definitely 
want a wingman along to soak up 
some of the fire. Take the time to 
destroy the two pirates in Dusk to 
clear the return path for the 
Sightseer, but don’t squander any 
of your limited ammo—you’ll need 
it in Far Space. You won’t have to 
destroy all six Demon pirates out 
in Far Space, but you'll have to 
keep them busy shooting at you 
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long enough for the Sightseer to 
decide to leave. 


Bora Branch, Hub 

Advance with Courage: Before the 
Intrepid can leave you'll have to 
destroy the power plant on the sta- 
tion to your left. If you don’t stray 
too far from the gate where you 
entered, you'll find the plant in the 
middle of the structure to your left. 
Once the Intrepid starts to leave, 
you can chase down shuttles and 
Darts for some easy pickings or fall 
in behind the Poseidons as they 
line up attack runs on the Intrepid. 
Either way, you won't have to fight 
for very long before the Intrepid 
decides it’s safe. Then you can 
duck through the gate to make a 
quick getaway. 


Deja vu: A Fed Ex mission if ever 
there was one. On the way to 
delivering your package, some 
pirates will jump you before you 
can dock with Wrecktown Station. 
One of the Pirahna will drop a 
crate that will kick some extra 
credits into your account. There's 
no indication of this on your 
debriefing screen, but it will figure 
into your account balance. 


Magellan Shipment: See 
GalSpan Branch. 


Recoil: You can avoid having to 
chase down every last mine by 
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Saving the spike from Ripstars. 


taking out the primary mine that 
controls the entire Dorado group. 
Which one would that be? If you 
guessed it was the first one in the 
numbered series, you're right. The 
landing platform is conveniently 
positioned right next to Dorado 1. 
Once you've finagled the coil past 
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Star Patrol, you'll meet up with the 
Tycho Brahe, whose docking port 
is on the middle of her back. 


The Rory Sting: See 
GalSpan Branch. 


Withdraw from Independence: 
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Although you're supposed to fight 
GalSpan ships in Independence 
Sector to protect the shuttles leav- 
ing the station, the computer con- 
trolled GalSpan attackers aren 't 
very determined. You can finish 
the mission by simply flying to 
Alpha Station and docking. 


Bora Branch, Bora 

Aftermath of Destruction: After 
you've cleared the patrol at 
Champion Shipyards and the shut- 
tle comes in, you've going to have 
a difficult choice as you protect it. 
The GalSpan Coronis will launch 
fighters to attack the shuttle. You 
can either head out to meet them 
and distract them before they get 
close to the shuttle, risking fire 
from the Coronis, or you can let 
them leave the protection of the 
Coronis’ guns and get within firing 
range of the shuttle you re 
defending. Once the shuttle reach- 
es the landing platform and the 
marines enter the station, don't 
bother protecting it anymore. 
Instead, get ready for the message 
to attack the GalSpan shuttles in 
Centaurus group. These guys are 
easy pickings, but if you let your- 
self get too far away while chasing 
the GalSpan fighters, you might 
not reach them in time. 


The Attack: Visit a bunch of nav 
buoys to advance the mission 
scripting. Eventually, a grand 
battle breaks out around the 
hospital in Mercy sector. 
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Throwing out bait to catch Redship Rory. 


Although a GalSpan capital ship 
shows up, don’t worry about 
attacking it, since it probably 
won t last long anyway. 


Bait and Switch: Before moving 
against the frigate, join the 
pirates mixing it up with the 
GalSpan Orion and Pegasi. Once 
this fighter escort is destroyed, 
the pirate ships will join you in 
moving against the Orpheus, so 
its turrets won't be focused on 
you alone. A few rockets into its 
powerplant, located right above 
its exhaust ports, will disable it 
and end the mission. 


Gate Blueprints: You'll have to 
take out a bunch of mines to 
clear the way to land on the 
doctor’s space station. As long 
as you keep your shield strength 
up, you can also approach the 
mines head-on. Depending on 
the difficulty level you're play- 
ing, you can also afterburner 
slide at an angle to the mines 
and they may not be able to 
lead you. Watch where you're 
going in the fog, or you're liable 
to slide right into the station. 
The landing platform is clearly 
labeled, but since it’s easy to get 
turned around, you might 
approach it from the wrong side. 
This mission will unlock a new 
series of missions back in the 
Hub region. 


Offline Mines: Fight the Orions out 


of range of the capital ships’ tur- 
rets. Once you've destroyed the 
fighter escort, the Fortress will 
arrive to give you fighter cover 
while you go in and disable the 
powerplants on the Aphrodite and 
the Apus. They'll escape if you 
don't hurry, but it won’t affect 
your mission outcome. 


Regional Scouting: You'll fight six 
Void Pirates, so be careful about 
letting a bunch of them get 
behind you. When you first 
approach, a single Marauder will 
peel off, but resist the temptation 
to chase it down, as it'll leave you 
open to the other five. Instead, 
make slashing attacks past the 
main group until you've killed a 
few of them. 


Sour Colony: The good negotiator 
alluded to in the briefing is Nolt 
Leiber, who you unlock in the 
Extraordinary Hunt mission in 
Twilight. You don’t have to hire 
him, but you can do an end run 
around a lot of combat with Nolt 
along. With him conducting nego- 
tiations, you'll only have to face 4 
Warhammers. Without him, you'll 
face twice as many ships. 


Bora Branch, Frontier 

You'll get access to the Frontier 
once you ve played Recoil in the 
Hub. See the GalSpan Branch for a 
note on Frontier's slot machines. 


Arena Gambit: See GalSpan Branch. 
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Miss Bradley, your ride has arrived. 


Barghest making quick work of assault drones. 


Arena Qualifier Round 1: See 
GalSpan Branch. 


The Bounty: See GalSpan Branch. 


Core Weapon: Cetting past 
Redship Rory to reach Onrald can 
be tricky. Although there are two 
gates, GalSpan’s stranded cruiser, 
the Persephone, will attack you if 
you approach the gate nearby. 
Two of Rory’s pirates will chase 
you down no matter which gate 
you choose. If you want to avoid 
combat, afterburner slide to the 
unguarded gate. Since Rory’s 
pirates will follow you and linger 
by that gate, come back through 
the Persephone’s gate. She won’t 
be able to fire at you if you 
haven't provoked her yet by 
approaching her gate on the way 
in. Once you get to Onrald’s 
Barony, the frail drones will attack 
in pairs. The laser core you need is 
a purple contact on your radar. 
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Fixing a tachyon gate. 


Freedom and Humiliation: See 
GalSpan Branch. 


Illicit Pick Up: See GalSpan Branch. 


A Matter of Virtue: If you just want 
to collect your reward, you can 
play this mission without any 
combat. However, on the way back 
home, if you help the lone Star 
Patrol ship being attacking by 
Skav Mantas, you'll be rewarded 
with extra credits if the Enforcer 
lives. You'll also get a first hand 
look at how powerful those 
Enforcers are. 


The Messenger: See GalSpan Branch. 


The Posse: See GalSpan Branch. 


Recovery in Good Faith: At 
Hajod’s Barony, if you stay close 
to the walls of the station and 
below the roof, his turrets won t 
be able to attack you. From this 
position of safety, you can snipe 
at the shuttles while they tow 
the barge in circles around the 
station. Shave their shields off 
with the EMP Projector and give 
them a few extra shots to dis- 
able them (note that you'll fail 
the mission if you destroy 
them). Once you've disabled 
both shuttles, dash out for a 
quick fly-by to reprogram the 
barge and then run from Hajod’s 
fighters until the barge is safely 
away. The fighters will chase 
you all the way to the gates of 


Malkar’s Barony and then back 
to New Vegas, but they won't 
bother the barge. 


Risky Venture: Taking out the 
weapons plants on Venture Station 
is a red herring, so don’t spend 
too much time hunting them down 
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Winner of the Battlestar Galactica look-a-like contest: the Bora carrier Intrepid. 


(there’s one on each of the sta- 
tion’s three “spires”). Once the 
GalSpan’s big guns show up, 
there’s no way to save the Valiant. 
Just be nearby to pick up the laser 
core and run. 


Strafing Run: See GalSpan Branch. 


Intrepid 


Multipurpese Orone 


| 
| 
| 
| 
I 
! 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 


Bora Branch, Twilight 
Unlock the gate to Twilight by fin- 
ishing Bait and Switch in the Bora 
region. 


Descent into Madness: You can 
only get the Radiation Screen 
you'll need from Frontier. Once 
you ve visited Cassitor, he'll send 
you to the Demon Pirate station. 
You can try to take out the pair of 
Demon fighters patrolling the base 
before you land, but more will 
arrive as soon as you destroy 
them. Don’t try to land if you're 
being attacked; instead, lead the 
Demons off into the fog and then 
run back to dock at each of the 
landing platforms. Each platform 
is indicated by a purple arrow on 
your HUD that will turn off as soon 
as you've landed on it. Keep in 
mind that you might approach a 
platform from underneath, so 
don’t fret if you're greeted with a 
blank wall—just work your way to 
the other side and you'll see the 
landing arrows. 


Extraordinary Hunt: Don’t bother 
trying to fight the Demons in the 
Twilight sector. Run through to 
the Far Space gate. It’s nota 
straight shot, though—you can't 
do an afterburner slide from one 
gate to the next without slam- 
ming into the Demon station, 
which has active laser turrets. 
Once you reach Far Space, you’! 


Mercenaries arriving in Corvus fighters. 


have to take out the two Demons 
who follow you so you can hunt 
for Malkar’s unique object. 
Unlike the colored crystals out 
here, your objective pulsates. 
Rotate your ship around to dif- 
ferent patches of the asteroid 
belt and then hold it still until 
your perspective stops moving. 
On a still screen, you'll be able 
to clearly see the object from a 
distance. Keep in mind that an 
asteroid might block it, so you 


The Deliverance heading for Bora’s climactic battle. 


may have to fly around to search 
from a few different positions. 
Once you've beamed it on 
board, two more Demons will 
come through the Tachyon gate, 
but you can just run away from 
them and then past their col- 
leagues in Twilight. 


Final Retribution: See 
GalSpan Branch. 


Lost to tne Fog: See 


GalSpan Branch. 


The Sightseer: See GalSpan Branch. 


Bora Branch, Ripstar 

The Final Assault on GalSpan: First 
there's a scuffle with a scout 
patrol, then more scouts joined by 
mercenaries in Corvus fighters. 
Your main battle will be at the end 
of the line against the Hephaestus 
Module. Thin out the Orion escort 
until Susan Bradley tells you to 


attack the Module. Then you 
should take out its weapons plant, 
shield plant, and power plant. 
After that keep firing at it while 
dodging attacking Orions. 


The Grand Plan: You'll be shut ina 
region with no less than a dozen 
tough GalSpan mercenaries sport- 
ing Disruptor Torpedoes and 
Sunspot Missiles. Just as things 
start looking bad, the Bora cavalry 
arrives with Susan Bradley at the 
vanguard. Keep your shields up in 
the meantime, as your main goal 
will be survival until she arrives. 


Saving Spike: See GalSpan Branch. 


Weasel in the Coop: Once you 
jump into the Draconis Ripstar 
Field, you can sit back and see 
that the drones are circling the 
middle of the station. The land- 
ing platform is on top; at the 
opposite end is where Grey 
Weasel will drop the computer 
core. Do a long afterburner slide 
at an angle to the bottom of the 
Station, giving it a wide berth 
until you have a straight view 
down at the bottom. From here 
you can approach without acti- 
vating the security drones. Even 
if you manage to elude them, 
the gates will lock up as soon as 
you get the core. You'll have to 
wait until they're open again 
while a wing of GalSpan Pegasi 
patrol for you. Dash about 15 
kilometers past the gate and you 
should be safe from the Pegasi 
and defense drones until the 
gates open. —Tom Chick 
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Level 1: Your first real test will be to get past the impenetrable barrier pro- 
tecting the reclining alien waving the fan. 
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Don’t forget your toaster 
LEVEL ONE 
ONCE YOU’VE LANDED, YOU’LL RUN THROUGH THE 


tutorial. Your first real test will be to get past the 
impenetrable barrier protecting the reclining 


alien waving the fan. Consider this an important 
lesson—any time you're stuck, look for something 


that might be an obvious target for your sniper 


rifle. In this case, the alien conveniently waves his 
fan past the hole in the barrier. Is it any coinci- 
dence that his little fan has a vaguely target- 
shaped swirl on it? 


The hallway beyond comes to a 
promontory overlooking a circular 
room with a bunch of aliens run- 
ning around at the bottom. This 
room also offers a valuable les- 
son—look for alien generators like | 
the one underneath you and to the 
right. You won't be able to clear 
out a room until you destroy these 
alien generators. Make this your 
first target, then snipe at the 
aliens. From the bottom of this 
room, you'll see the lock under an 
overhang. Once you ve shot it, use 
the fan to reach the exit. | 

In the next room with the pair | 
of silver spheres and aliens, jump 
into the four corners of the room 
for health and grenades. Past the 
ceiling turrets in the hallway 
beyond this room is a drop off; 
veer to the right as you fall down 
and you'll find a secret compart- 


ment with sniper grenades. 

Next comes a long room with 
big guards called Bifs. The door 
beyond them is locked and the 
lock is located on a raised area 
that runs along the left side of the 
room, accessed by a ramp at the 
far end. Save the super chaingun 
you find for the boss on this level. 
Use this room to practice fighting 
Bifs and avoiding their homing 
electrical attacks. Step to one side 
as the blue ball comes near you; if 
you time it right, it'll shoot right 
past you. Keep your back near a 
wall or some other obstacle so the 
electrical attack doesn't have room 
to circle back around at you. Don't 
fight both Bifs at once; keep them 
separate so you can dodge their 
attacks, sniping at them to do the 
most damage. After you've killed 
them, you'll find the lock at the 
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Level 1: The objective in this room is to snipe six locks that will turn on the 
fan in the center and carry you up out of this area. 
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Level 1: You have to shatter the glass domes covering the platforms so you 
can jump onto them. 


end of a hole in the wall. 

The next room is a big round 
chamber with a spiraling walkway 
descending from the platform on 
which you enter. There’s a ceiling 
turret right above the platform, 
but it can’t reach you once you're 
entered the room. If you fall, it’s 
easy enough to get back up, but 
you Il have to dodge the turrets 
that can fire down into the room. | 
It is worth braving the turret fire to | 
get the homing sniper shells locat- ! 
ed down here. 

The objective in this room is to | 
snipe six locks that will turn on the | 
fan in the center and carry youup | 
out of this area. Kill the silver | 
sphere in here so you can snipe the 

| 
| 
| 
| 
| 


| the platforms so you can jump 

' onto them. Each dome has an 

| opening through which you have 
to lob a mortar. Find the opening 
and use your sniper reticule to line 
up your shot in relation to some 
fixed object, then fire a test shot. 
Note if the shot falls short or long 
and adjust the angle in relation to 
your fixed object. 

Once you shatter the dome on 
the first platform, kill the aliens 
who were underneath it, and jump 
out to it. Dropping a mortar into 
the second and third domes can 
be tricky—leap onto the raised lip 
of the platform nearest the dome 
in order to get a good shot. After 
the third dome, jump out onto the 
lip that runs around the bottom of 
the covered tunnel. 

Disable the floating blue alien 
generators by sniping at the 
“locks” underneath them—this will 
give you more room to move 
around safely once you have to go 
mano-a-mano with the operator 


locks unmolested. From the 
entrance platform and the central 
fan, you'll be able to get a bead 
on all six. 

As the screen will helpfully 
inform once you reach the top, use 
the sniper mortar. You have to 
shatter the glass domes covering 


Level 2: If you fire at a wall and a health bar appears in the upper right hand 


corner, you're on the right track. 


of the giant gun. Snipe at the four 
“locks” in the center of the gun, 
then snipe at the single “lock,” 
and then snipe at the pilot a few 
times. When he jumps out, use the 
super chaingun you hopefully 
saved from earlier in the level. 


Level Two 

You're not going to get very far 
until you realize that Max can 
shoot through walls. If you fire at a 
wall and a health bar appears in 
the upper right hand corner, 
you re on the right track. From the 
hangar where Max begins the 
level, you can go three ways. 
Facing the wrecked rocket, 
through the wall on the left are 
two aliens and a red lock beside 
the door. Through the wall on the 
right is a sleeping alien and a red 
lock beside the door. Make sure 
you shoot these locks before going 
through the wall where the 
wrecked rocket came to rest. 

When heading past the rocket, 
three homing beetle bombs will 
approach you. Shoot these guys 
before they reach you. You'll come 
to a big room with lots of aliens 
that need shooting. There are 
raised areas behind glass to the 
left and right of the entrance. 
Shoot the glass, jump up onto the 
raised areas, and run to the cham- 
bers at the far end of the room, 
opposite the entrance. You'll find 
glowing things on the ceiling— 
they need shooting too. This will 
open the way to the exit in the 
middle of the big room’s far wall. 
Shoot through the door to exit. 

Now you'll find yourself run- 
ning through canyons. Don’t loi- 
ter, because there are a lot of 
homing beetle bombs around 
here; shoot like crazy when you see 
them and keep moving. When you 
come to a dead end, just remem- 
ber that it needs shooting as well. 


Beyond the canyons is a large 
open rectangular courtyard. The 
exit is at the far side on the left, 
caddy-corner from where you 
came in. Between you and the exit 
are three sunken pits with alien 
generators in them; they must be 
destroyed to open the exit, so 
shoot them. You can lob a grenade 
into the sunken pits and fairly well 
assured that you'll take out the 
alien generator. 

Next you'll come to the jet pack 
room. Fill ‘er up, fly up past the 
center platform, and move up one 
level at a time. On each level, land 
on the lip along the outer edge 
and run around the room strafe- 
wise while shooting wildly to 
destroy the guns. Destroying all 
four guns in a chamber will open 
the door above you. If you run out 
of power higher up, fall down one 
lip at a time—going straight down 
through the center hurts if you fall 
far enough. 

You'll eventually come to a pair 
of Bifs that are firing electrical 
attacks down at you. Don’t let 
these attacks hit you in midair or 
your jet pack will turn off when 
you get knocked out. These guys 
need shooting, so hover near the 
back walls, level with the Bifs, 
moving sideways to shoot at them. 
Don't land on their platform or 
they Il knock you silly. 

Next comes a jumping puzzle— 
if your jetpack is empty, you can 
still make all the jumps with just 
the strength of your doggy legs. 
Note that you can hover near a 
refill station and you'll fill up 
faster than you'll bun fuel—this 
means you can refuel in-flight. 

Eventually, after doing enough 
doggy jumps to please the alien 
spectators, you'll come to Sparky. 
He’s actually a pretty easy boss— 
as long as you make an effort to 
stay out of his beams and keep 
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Level 2: You'll find glowing things on the ceiling—they need shooting. 


Level 2: Between you and the exit are three sunken pits with alien generators 
in them; they must be destroyed to open the exit, so shoot them. 


Level 3: In the doctor’s quarters find three bottles of “sauce” in Danger 
Kitchen and a towel in the bar. 
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shooting, you'll hit the targets you 
need to destroy him. 


Level Three 

Right outside the doctor's quar- 
ters, where you start this level, is 
a color-coded hub. The yellow 
stairs lead to the doctor's quar- 
ters, the blue stairs go to the 
bridge, the white stairs go to the 
lavatory, and the green stairs go 
to the lounge. There are three 
aliens in the lounge, so don't go 
there until you've collected the 
following goodies: 

From the doctor's quarters: 
three bottles of “sauce” in Danger 
Kitchen and a towel in the bar. 
From the bridge: a roll of duct 
tape. From the lavatory: two tow- 
els, pipes, and a hand dryer. 
Combine the towels and the sauce 
for Molotov cocktails (which will 


Level 3: First use the fishbowl on the grate for a game of “The Incredible 
Mr. Limpet.” 


be useless until you get a lighter). 
Combine the pipes and the hand 
dryer for a leaf blower. Use the 


into the giant alien-eating plant, 
who will return the favor by con- 


toaster and opening the door to 
the elevator. 

In the flooded room, jump down 
onto the rim on the same side of the 
room as the leak. Jump out onto the 


you can use the duct tape to repair 
it. It’s important that you select the 
duct tape once to “arm” it and then 
select it a second time to “use” it. 
Once the water is gone, get the cord 
and combine it with the pipes to 
make a ladder, which you can use 
on the conveniently marked glow- 
ing X’s to reach the exit. 

Clear out the next room with 


Level 4: Light the platform to the left and then open four platforms over to it. your atomic toaster and get ready 
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Level &: Jump down into the cones so you can take out the aliens and the 
alien generators from a position of safety. 


leaf blower to blow the three aliens 


verting your toaster into an atomic 


girders to stand near the leak, where 


for a good old-fashioned jumping 
puzzle. To get to the top of this 
round room, you'll have to jump 
ever upwards along a sequence of 
girders. The surface area where the 
doctor can stand is pretty gener- 
ous; even if it looks like the doctor 
will fall, he'll be okay as long as 
one foot is on the girder. Be sure 
to line up your jumps so you're 
crossing the place where the two 
girders are closest. Save after 
every jump. 

Assuming that the door where 
you came into the round room is 
at the 12 o'clock position, here is 
the sequence you need: 

First, from bottom rim along 
outer wall jump to girder attached 
to the central column at 11 o'clock. 
Second, jump to the girder 
attached to outer wall at 10 
o'clock. Third, jump to the girder 


attached to the outer wall at 8 
o'clock. Fourth, jump to the girder 
attached to the central column at 
9 o'clock. Fifth, walk to where your 
nose is against the central column 
and you can easily jump up to a 
rim that will let you reach the 
girder at 7 o'clock. This will take 
you to the rim along the outer wall 
that leads to the exit. 

Eventually, you'll pass a “fishy 
grate” in a rocket hangar and find a 
lounge with a fishbowl and a 
lighter. Now you can use the 
Molotov cocktails if you get bored 
of flinging atomic toast. First use the 
fishbowl on the grate for a game of 
“The Incredible Mr. Limpet.” 

As Chuckleberry Fin, press the 
left mouse button to move one tail 
sweep at a time. Wait in front of 
mines to see which direction they'll 
drift and dash past them. You can 
safely follow the big mean fish from 


his sunglasses. 


behind, but be careful of coming 
around a bend and running into 
one face to face. The standard maze 
trick of following one wall works, 
but if you get killed enough times 
you ll eventually start respawning 
near the button. Just turn around 
180 degrees and you'll get where 
you need to go. 

Up next is the doctor’s big bat- 
tle. Bounce atomic toast around in 
the room behind the security door. 
You Il have to take out the alien 
generator before it’s all clear. Hide 
from the big guard in the room at 
the end of the elevator ride by 
ducking behind the crates. Bounce 
toast at different angles until you 
see his health bar decreasing. From 
that angle, keep firing until you've 
toasted him to death. 

When you hit the big switch, 
the vacuum will start sucking you 
out of the room. On the way out, 
you'll get a magnet. Quickly com- 
bine it with duct tape and put on 
the fishbowl; now you've got 
boots and a helmet. Dodge the 
shots from the alien space station 
to cross the walkway and you'll 
find the doctor's arch nemesis for 
the rest of the game. Hit the 
switches at either end of the room 
to prime the zapper. Use the tele- 
porter to go back and forth. When 
the alien gets to the middle of the 
room and drops his shield, jump 
on the red button to zap him. Do 
this three or four times to knock 
him out of commission. 


Level Four 
Grab the sniper shield behind you 


Level 4: When fighting Shwang, shoot him three times where it hurts—in 


and break through the window. If 
you can manage to take out the 
three Bifs without using the sniper 
shield, it'll come in awfully handy 
later on. Try to duck around the 
window opening to take potshots 
at them, jumping behind cover to 
avoid their attacks. 

Once you get through the open 
area and past the window on the 
far side, use the ribbon chute to 
break your fall when you go down 
the pipe. You'll land on top of 
something that resembles a giant 
jet engine. There are two of them 
suspended in this room, their open 
cones facing each other. Jump 
down into the cones so you can 
take out the aliens and the alien 
generators from a position of safe- 
ty. You can easily jump back and 
forth between the cones to get a 
line of sight. The lock to open the 
exit is under the alien generator. 

The next room has about a half 
dozen silver spheres that will 
attack you. You have to get up to 
the top of the room, so it would 
behoove you to take them out 
rather than dodge them. To find 
the spheres, stand still every now 
and then and their stream of slow 
moving shots will trace a line back 
to them. When you first come in, 
there's a sniper shield in the shad- 
ows to the right of the door. This 
will protect you while you're tak- 
ing the spheres out. 

In this room, there are reddish 
platforms with locks underneath 
them. Shoot the locks to light up 
the platforms so they'll lift you 
when you open your coil suit. 


you see them. 
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wall to the left of the entrance. 


There are also floating locks that, 
when shot, will unfurl solid plat- : 
forms for a short period. Shoot ! 
these from the central rings to 
jump to the outer edges. 

Remember the location of the 
door you came in—right and left 
refer to the view looking into the 
room from this door. Light the ! 
middle light, ride the updraft and 
jump onto first ring. Light the 
platform to the left and then open 
four platforms over to it. Ride it up 
part way and then jump to the 
platform on the left, against the 
outer wall. From here, there are 
three locks above you to open 
platforms towards the center of 
the room. The middle one stays ! 
open longer than the rest, so snipe 
it, ride the light up and leap over 
the reddish platform. To turn it on, 
you have to jump onto all three 
unfolding platforms, so snipe 
them from here, leap on them, and 
come back. 

In the next room, each of the 
floating locks creates its own 


Level 5: Be on the lookout for homing beetle bombs and shoot wildly when 


Level 5: Go through it into the second crate room and shoot out the cracked 
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updraft. Shoot them once to stop 
them and a second time to get 
them moving again. Line them up 
in a series of steps to ride to the 
top of the chamber by going up 
one alcove at a time. You can run 
past the guards in the next room. 
The door to the right is a bunch of 
doors with mystery power-ups 
while the door to the left takes you 
to a onstage big battle. To kill the 
robot that keeps getting back up 
after you drop him, snipe the 
glowing part of his head. Once 
you've entertained and then killed 
your audience, head through the 
exit at the back of the stage. 

After passing an open area and 
destroying the alien generators to 
open the door, you'll fight three 
Bifs around a little volcano. This is 
a good place to use the super 
chaingun. There’s a secret room 
with a cloak above the volcano; 
just hold your coil suit open and 
the fumes from the lava will lift 
you. In the next room, snipe the 
three laser turrets and the Bif you 
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Level 5: Fighting Bad Max is easy once you find the car battery in the 


jet engine. 


can see from the entrance. Drop 
down to kill the last Bif and note 
the position of the remaining tur- 
ret. This is where you came in and 
to the right is the exit. 

To get across the big trench, 
you'll need to extend the plat- 
forms. From the tunnels on either 
side of the entrance alcove, search 
the far wall for a faint purple 
mark. Fire a bouncing sniper shell 
at both of these targets to hit the 
locks with the ricochet. 

When fighting Shwang, shoot 
him three times where it hurts—in 
his sunglasses. Then snipe him in 
the hand to knock Max loose. 
During this sequence, watch for 
Shwang to throw homing beetle 
bombs and shoot them with your 
chaingun. Finally, once Max has 
joined you, Shwang will run 
around the platform. When he 
stops near one of the switches with 
a lock on it, shoot the lock and it 


will damage him. Do this three 
times to defeat him. 


Level Five 

Avoid the homing beetle bombs 
and shoot out the vents to pro- 
ceed. Jump down into the room 
with the laser beams; they'll only 
knock off about three health 
points when they hit you. Run to 
each of the four control panels and 
destroying them as quickly as 
possible. Note that you have to get 
between the panel and the wall to 
shoot its vulnerable surface. 

You'll keep going down 
through grates until you come into 
the library. Be on the lookout for 
homing beetle bombs and shoot 
wildly when you see them. They 
make a distinctive whining sound, 
so be on the listenout as well. The 
doors you find will be broken, so if 
you think you're at a dead end, 
look for panels in the floor and 


Level 7: Ricochet a bouncing sniper shell off this pink surface and you'll 
unlock the doorway under you. 


Level 6: Drink the plutonium to turn into Dr. Hyde, climb the crates, and 
leap onto the brain when he gets close to you. 


grates on the wall to shoot. 

When you get to the green 
tanks, you're going to have to find 
the control panel on each level. 
Destroying the panel will activate 
a platform that takes you up to the 
next level. Clear the room of 
Birdbrains before you ride the 
platform up, but don't get too 
relaxed, since they'll respawn soon 
enough. Go through the grate on 
the top level to proceed. 

Before you drop down into the 
next room, work your way along 
the pipes and girders to get the 
gattling guns. Get ready to run 
from the flaming homing beetle 
bombs to the white stairs that lead 
to the lavatory; all the other doors 
are broken. Shoot your way 
through the mess that Dr. Hawkins 
made earlier and use the standard 
follow-the-right-wall doctrine to 
get through the maze. Take a few 
potshots at the different wall tex- 
tures and you'll find some good- 
ies. When you fall into the ware- 
house full of crates, you'll find an 
exit grate to the left from where 
you came in. Jump onto the crates 
to reach it. In the room after that, 
if you go to where you'd expect 
the exit to be, you'll be able to 
jump onto a stack of crates by 
leaping up to each protruding 
corner. Shoot the grate out and 
you'll find some guided rockets. 
Save these for the end of the level. 
Past the rockets, the duct takes 
you back to the first crate room. 
Go through it into the second crate 
room and shoot out the cracked 
wall to the left of the entrance. 

Look at all the pretty gattling 
guns. Ignore them and drop one 
level at a time, staring at all the 
lovely guns just out of your reach. 
If you're having trouble lining up 
the drops, try stepping off each 
level backwards; it’s easier to see 


below you at a sharp angle from 


| the rear view. After you pick up 


the jetpack, you'll have to stay 
near the floating refueling station 
to make it all the way across. It 
will pause at the bottom of the 
exit. Make sure you've filled all the 
way up before you try to get to 
the top of the exit tube. This 
should leave you with a little extra 
jetpack power to help you in the 
upcoming jumping puzzle. 

When the walkway crumbles 
under you, stop moving—if you 
keep going forward as you fall, 
you'll slide right into the toxic 
sludge. You have to jump from 
platform to platform to get across 
here. Each time you reach a new 
platform, an alien will spawn on 
your next destination. 

Fighting Bad Max is easy once 
you find the car battery in the jet 
engine. It keeps respawning, so if 
you stay here and pick it up when- 
ever it respawns, you can dish out 
enough damage to drive Bad Max 
back. When you hurt him badly 
enough, he retreats to the plat- 
form where you entered. 


Level Six 

To disarm a bomb, check the cen- 
tral controller. Note the red ring 
and follow the wire leading from 
that ring. This will lead to the 
button you need to press next. 
The sequence for each bomb is 
randomized when the bomb is 
activated, so if you reload before 
the bomb is activated, it might 
be different. 

After you disarm the first bomb, 
take the blue stairs to the bridge 
to get the Mr. Fizzy and the 
baguette. The baguette works as a 
guided weapon when fired from 
your atomic toaster, so save it for 
tougher or more elusive oppo- 
nents. Then take the green steps to 


the lounge. Along the way, enjoy a 
jumping puzzle with tipping plat- 
forms. Disarm the second bomb, 
help Kermit the alien-eating plant, 
and then proceed to the third 
bomb. No matter what the 
sequence, it seems that the three 
buttons at the top of the central 
platform are always pressed one 
after the other, so you might try 
the old save-reload trick to test 
them out rather the coming all the 
way back down and then going all 
the way back up. To follow the 
wires on the fourth bomb, you'll 
have to use the lighter in the dark 
areas. Although you won’t have to 
deal with any jumping, you will 
have to use the atomic toaster to 
shoot one of the buttons. 

To defeat the floating brain, find 
the spot on the floor behind the tall 
stack of crates where the plutonium 
respawns. Drink it to turn into Dr. 
Hyde, climb the crates, and leap 
onto the brain when he gets close 
to you. Do this three times to knock 
his shields out, then you'll be able 
to toast him. 


Level Seven 

Run to the door on the right. If you 
coast with your ribbon chute, 
you'll be less likely to fall if the 
ship blows the walkway out from 
under you. In the next room, snipe 
the robot's helmet and the three 
turrets from the doorway. To snipe 
the first two locks in the right and 
left smoking ceiling cones, you 
have to stand on the platform 
where the aliens enter. These locks 
activate the fan, so you can ride 
up and snipe the lock above you. 
To activate the next fan up here, 
you have to drop back down and 
snipe the lock in the middle ceiling 
cone first. 


area with Shwang’s ship firing at 
you, head to the right. You’l| 
eventually find a covered balcony 
with a doorway. Beyond this are 
three pods in the ceiling covered 
with glass. Breaking the glass will 
release a bouncing lock. Shoot all 
three bouncing locks, being careful 
of the laser turrets up in the pods. 
Although you can try to be precise 
when shooting moving locks, we 
had more luck just holding down 
the fire button and trying to lead 
the lock. The exit is through one of 
the pods; the other two have good- 
ies in them. Past this is a room with 
two contraptions with pink lenses 
sticking off them. Shoot the lens 
pointing down to open the way to 
the lock inside. Snipe that lock to 
release a bouncing lock and snipe 
it. Then shoot the lens facing 
upwards and lob a sniper mortar 
into the opening. Finally, shoot the 
lock that’s revealed on top of one 
of the contraptions. 

Run past Shwang’s ship again. 
At the end of the walkway, there’s 
a platform below you and to the 
left with a teleporter and some 
goodies on it. The teleporter takes 
you to the entrance of a huge 
room with a spidery structure in 
the center. On the rim running 
alongside the outer wall of the 
room are several columns. At the 
base of each column is a sliding 
panel covering a lock; standing 
near the column will open the panel 
so you can shoot the lock. Working 
your way around the room, starting 
to your left, shoot each lock and 
defeat the aliens that teleport in. 
Each lock will also cause a bunch of 
goodies to appear on the promon- 
tory by the entrance. 

Be sure to save some of the 
super chainguns and laser chain- 


Level 8: Look for the opening closed up with four metal boxes. 


In the next room, use a grenade | 
to blow open one of the glass 
domes in the floor. Snipe the lock 
under the overhang on the left 
side of the room and you'll find 


guns for later in the level. The next 
area is a Series of tiers with bounc- 
ing locks. Shooting the bouncing 
locks will turn on the fans that get 
you up to the next tier. Keep an 
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sniper mortar shells in the area eye out on the pipes behind you 

under the glass domes. You can for powerups. You don’t have to 
refill your supply down here as kill the enemies at each level, but - 
much as you need, but every time it'll make shooting the moving 4 S 
you do, two glass-helmeted robots | locks much easier. ¥ pS 
will appear. Lob asniper mortar Finally you'll come to the plat- “ m 
into the overhang on the right side _: form where you'll battle Shwang’s “ S 
of the room, which will break the ship. He'll buzz the platform, " = 
glass protecting the lock. Snipe | dropping off aliens to attack you. ¥ e 
the lock, return to the area where _| After you clear the aliens off the " ra 
the sniper mortars were, and get | platform, snipe at the glowing “ o 
the bouncing sniper shells. Your balls on the ship. me 
target is the raised pink circle . 
above the grate protecting the Level Eight 2 
final lock. Ricochet a bouncing | Look for the opening closed up : des a. 3 
sniper shell off this pink surface | with four metal boxes. Shoot the ae SS eS S 
and you'll unlock the doorway boxes to oe In and go through the Level 8: There are several color-coded elevators floating around this room, “ 
under you. | grates. You'll have to destroy each of which passes by its matching connector; ride them up to shoot the 5 
When you come into the open _'_ eight Bifs in the next room. If you connectors. 5 
| = 
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Level 8: A set of thick cables extends from the top of the tower to the outer 
wall—run along them until you find the tunnel entrance. 
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Level 9: After coming through a few more teleporters, you'll find a 3D maze. 


jump onto the sloping ramp and 
run to the top, you'll have an easi- 
er time taking pot shots at them 
and stepping back to hide from 
their attacks. After they stop 
appearing, the slope pulls back 
and you can walk past it. 

When you get locked into the 
room with the blue points sending 
out energy rings, destroy the tur- 
rets and the blue points to pro- 
ceed. The room beyond has a lot 
of stuff that you can break, but 
the only thing that counts is a 
saucer hanging from the ceiling. 
Destroy this and you'll open the 
way to the computer room. Your 
goal here is to drop the computer 
by shooting the red, green, and 
blue connections holding it up. 
There are several color-coded ele- 
vators floating around this room, 
each of which passes by its match- 
ing connector. Ride them up to 
shoot the connectors. The light 
blue elevators will go to the floor 
of the chamber and the walkway 
running around the middle level. 

When the computer falls and 
opens a hole in the bottom of the 
room, carefully fall onto the pro- 
truding walkway. Jump into the 
opening at the tip and follow it 
until you come to a spaceship 
hangar. Destroy several of the 
spaceships and the alien genera- 
tor. Eventually, another ship 
comes flying it and drops a ramp 
to let some aliens out. Leap onto 
the ramp, enter the ship, and 
jump up into the cockpit. Isn't that 
big red button inviting? 

The tower puzzle can be pretty 
infuriating. Max will get an atomic 
jetpack that refills itself. You'll 
have to use it in bursts, burning it 
until it’s down to about 10% and 
then gliding to refill. Your rate of 
descent, however, will eventually 
catch up with your rate of refill, so 
you have to go up the side of the 
tower in increments. There are 
ridges running vertically along the 
outside of the tower, interspersed 
with vents blowing green smoke. 
Work your way up in a counter- 
clockwise direction around the 
outside of the tower, using these 
at platforms to stop and let your 
jetpack refill. Once you've gotten 
as high as you can get, you have 
to fly to the platforms at the end 
of the long spindly poles radiating 
outward from the tower. 

Go around the tower counter- 
clockwise, landing on the top of 
all these poles, until you see a 
sliding platform lower than the 
rest. Use this one to springboard 
up to the others. Once you reach 
the ring of sliding platforms, use 
the jetpack to continue around the 


tower until you find another verti- 
cal ridge that you can land on. 
Here you'll find a diagram that 
tells you to drop the next series of 
poles to extend a staggered set of 


! platforms. Jump from pole to pole, 


landing only briefly on each plat- 
form before jumping to the next; if 
you loiter until the pole starts 
descending, you'll lose too much 
altitude to make it to the next one. 
When you've worked your way 
completely around the tower, 
you'll see the staggered set of 
sliding platforms that will take you 
the rest of the way up. A set of 
thick cables extends from the top 
of the tower to the outer wall. Run 
along them until you find the tun- 
nel entrance. 

The next chamber has a set of 
poles with electrical currents run- 
ning between gaps in their center. 
As you fly to the closest pole, 
shoot at the top half to destroy it 
so you can land on the tip of the 
bottom half. Always go for the 
pole closest to you. Eventually, this 
will get you across the room to the 
tunnel at the other side. 

When you reach the room with 
Shwang and the rocket, you'll find 
a set of four platforms sticking out 
of the wall above you. These plat- 
forms are actually buttons you 
activate by landing on them. Wait 
until Shwang is floating in front of 
the trap corresponding to each 
button and then activate it. 


Level Nine 

Take the ramp down to find the 
first component. You'll find your- 
self in a maze, so pick a wall and 
follow it. You'll have to run over 
four alien letters while avoiding 
hazards. Watch the electric beam 
patterns to time when it’s safe to 
run past them. Hug the walls 


' around the steam bursts and wait 


until they die down to pass them. 
When you see the jack-in-the- 
boxes that breathe purple steam, 
fall back to a safe distance. 

Once you reach the phone 
booth again, take the upper ramp. 
You'll find a translucent energy 
bridge with a moving gap running 
along it. Stick to one side and run 
from alcove to alcove to avoid the 
gap. As you get further down the 


| bridge, the alcoves are further 


apart, so you'll have to jump at 
the last minute to make it. The 
next room has five rows of but- 


| tons, each row separated by a 


barrier. The first “row” is just a 
single button, the second row is 
two buttons, the third row is three 
buttons, and so on. Pressing the 
wrong button causes damage, so 
choose the buttons as follows, 


numbered from left to right: first 
row: #1, second row: #2, third row: 
#2, fourth row: #3, fifth row: #1. 

Next is another energy bridge 
with a double gap, followed by an 
energy bridge with gaps only at 
the far end. The puzzle past here is 
solved by jumping on the buttons 
on the floor in the same pattern as 
the lights that flash on the ceiling 
when you walk onto the button at 
the far end of the room. Starting 
with the row closest to you, walk 
onto the button that correspond- 
ed to the lights that flashed on the 
ceiling and then jump to select it. 
If you're right, it’ll turn green. If 
you re wrong, it’ll turn red and 
you Il have to go back to the 
“reset” button at the far end of 
the room. If you have trouble 
remembering the sequence, hit 
the escape key just as you step 
onto the reset button and write 
the sequence down while the 
game is paused. Although the lit- 
tle aliens will respawn if you kill 
them, the Birdbrain can be per- 
manently dispatched. 

Once back at the phone booth, 
step into the teleporter with the 
blue upward arrows. After coming 
through a few more teleporters, 
you ll find a 3D maze. Destroy the 
silver spheres first so you can take 
the maze at a leisurely pace without 
having to dodge fireballs. To get to 
the top, use the ladder on the 
square on the floor under the maze. 
On the first level, turn left and use 
the second square you come to. On 
the second level, go straight and 
use the first square you come to. On 
the third level, turn left and use the 
first square you come to. On the 
fourth level, turn left, take your first 
right, and use the first square you 
come to. On the fifth level, go 
straight and use the first square you 
come to. On the sixth level, go 
Straight, jump to the next section, 
and use the square at the far end, 
which will take you to the teleporter 
at the top. 

The next room is almost like a 
game of lemmings, but the objec- 
tive is to guide the lemming (an 
alien, in this case) into the blades 
that will chop it up and pump it 
into the glass cylinder in the mid- 
dle of the room. The three buttons 
correspond to the trap doors on 
each level. The left button opens 
the top door, the right button 
opens the second door down, and 
the middle button opens the third 
door down. When you’re not 
standing on any button, the bot- 
tom door is open. The victim 
enters at the top and you have to 
open the doors under him when 
he’s headed in the correct direc- 
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Level 10: You can save the game from the character selection screen so you can defeat Zizzy with each of the characters 


and see all three endings. 


tion. If he makes it out through 
one of the exits, he’ll summon an 
alien guard and you'll have to try 
again after fighting the guard. 
Once the cylinder is filled with the 
chopped up guts of three aliens, 
the door to the next teleporter will 
open. What you'll see through the 
window on the next level is far 
more gruesome than chopped up 
alien guts—just move along and 
try not to think about it. 

You can run past the aliens in 
the next room without fighting, 
but you'll have to destroy the 
alien generator and press the but- 
ton underneath it; this activates 
the teleporter at the bottom of the 
ramps at the far end of the room. 
The next puzzle involves stopping 
a moving light when it turns blue. 
There is a circle of lights with 
three blips moving at different 
speeds around the circle. Three of 
the lights in the circle are blue. 
Each of the three buttons on the 
raised platform will stop one of 
the moving blips. When you stop 
a moving blip while it’s blue, it 
locks into place. Do this to all 
three blips and you'll open the 
exit, which you can reach by 
jumping onto the moving plat- 
form. Once you get back to the 
phone booth, lob pumpernickel 
into the door when the aliens 
open it. 


Level Ten 
You can save the game from the 
character selection screen so you 
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Level 10: Once you've damaged Zizzy from the outside, you’ll have to destroy 
as many of his organs as you can without falling into the sphincters that spit 
you out. 


can defeat Zizzy with each of the 
characters and see all three end- 
ings. You'll have to fight your 
way into the palace to find him. 
Dr. Hawkins will have to use the 
ladder, while Kurt will have to 
look for some updrafts. In the 
fountain room, the ladder mark 


at the top of the stairs will get Dr. 


Hawkins to Zizzy’s room, while 
Max can jump onto the balcony 
from here. 

No matter which character you 
take, you'll have to defeat Zizzy in 
two phases. Once you've damaged 
him from the outside, you'll have 
to destroy as many of his organs 


as you can without falling into the 


' sphincters that spit you out. Note 


that you'll have to destroy the 
lung-like organs on either side as 


' well as all the vague heart- and 


kidney-shaped organs in the mid- 
dle. The tricky part is reaching the 
organs in the upper part of Zizzy’s 
body. Dr. Hawkins will need pluto- 
nium to jump up and smash some 
of the organs. Max can get up there 
easily enough with the atomic jet- 
pack. Kurt can ride the streams of 
bubbles up into Zizzy’s head. Once 
you ve killed Zizzy, congratulations 
on saving the earth from evil. 
Please drive through. m 


» SAWVO YILNdWOD 


* OOOZ2 AIdw3ld3is 


SEE ee eee 


C45 


Start the game with the “- Jump to Level or 
console” parameter. (To do Waypoint 
this, get the properties for 
the shortcut for the game Use the “jump” code to 
and change the “Target” to instantly jump to areas 
“C:\Program Files\ Vampire within the game. Place a 
The Masquerade — number after the level 
Redemption” -console (keep name to jump to a way- 
the quotes). In the single- point on that level. For 
player game press “~” to example, “jump 
access the console and type Monastery2” and “jump 
the following codes: JosefTunnels2 1” are valid. 

GOD 0/1 God mode off/on AREAS 

CASH ® Change cash to # Convent 

_ DROPCASH * Drops cash amount #  ConventDay 

xP ® Add # experience OldTownDay 

FREECASTING 0/1 Cast disciplines § SmithyDay 

without using blood off/on Inn4StagsDay 

Al Turns off Al for enemy and JudithBridgeDay 

your party University 

ADDALLDISCIPLINES * Increases StThomas 

all disciplines to # GoldenLaneDay 

REVIVE Full health UnornaDay 

VAULT Open personal vault from _—_ EastGate 

anywhere in-game EastGateNight 

FREEAMMO All ammo OldTown 

STAKME Stake self Smithy 

KILLME True death (no revive) Inn4Stags 

TOTALS List scene info (XP, JudithBridge 

Gold, etc) Unorna 

ADDTHING # Spawn item # (ie: Haven 

Vitae, Dagger, etc) PetrinHill 

ADVANCEMENT Brings up PetrinHillDay 

advancement window AnezkaRoom 


FRAMERATE 0/1 Show FPS off/on = NQuarter 
MAXFPS ® Set maximum FPS to# = PragueCastle 


PO|ISONME Poison self PrinceBrandl 
DISEASEME Disease self GoldenLane 
DAMAGEME Damage self DummyNorthQuarter 
WHEREIS Location stats DummyNorthGate 


FRENZYME Put Christof into frenzy © DummyNorthQuarterGate 
SHAPESHIFT ® Shapeshift into # SilverMines 


SHAPESHIFT Shapeshift back SilverMines2 

to normal SilverMines3 

FREEZE Freezes body, but can SilverMinesNight 

still move around level Monastery 

PAUSE Pauses action Monastery2 

RESUME Resumes action Monastery3 

EMIT * Emit # from character’s feet | ArdanChantry 
ArdanChantry2 

manana nanan nH ArdanChantry3 

ArdanChantry4 


Joseffunnels 

JosefTfunnels2 
JosefTunnels3 
VysMountain 
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‘Alien infestation has begun, Doctor, andy 
completed your persona defense training 
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Daikatana 


Start the game with the : 
command-line parameter “tset | 
console 1 +set cheats 1”. During & 
the game, press “~” and enter 
the following codes: 


GOD God Mode 

HEALTH # Increase health by # 
WEAPON_GIVE_# Give weapon # 
MASSACRE Kill all enemies on level 
NOTARGET Invisibility 

NOCLIP No clipping 

CHEATS O Disable cheats 
CAM_TOGGLE Cycle camera views 
CAM_NEXTMON Focus camera on next enemy 
SCREENSHOT Take screenshot 
G_UNLIMITED_AMMO 1 Unlimited ammo 
RAMPAGE Rampage mode 

BOOST ALL Boost all attributes 


Note: Until a patch is issued, you will need to restart a new game 
to have them available. So yes, that means you need to re-expe- 
rience the hell that is the opening levels of this game. Killer 
robotic frogs rule! 


In the game press “~” to access the console and type the follow- 
ing programmer gibberish to do the following: 


MDKGOBSETDAMAGEFILTER( MDKGETPLAYERGOB(),0) God mode 
MDKNEWGAME(1,12) Jump to Level 1 
MDKNEWGAME(2,12) Jump to Level 2 
MDKNEWGAME(3,12) Jump to Level 3 
MDKNEWGAME(4,12) Jump to Level 4 
MDKNEWGAME(5,11) Jump to Level 5 
MDKNEWGAME(6,8) Jump to Level 6 
MDKNEWGAME(7,11) Jump to Level 7 
MDKNEWGAME(8,8) Jump to Level 8 
MDKNEWGAME(9,13) Jump to Level 9 
MDKNEWGAME(10,7) Jump to Level 10 (Final) 
MDKNEWGAME(11,1) Jump to Level 10 #1 (Special) 
MDKNEWGAME(12,1) Jump to Level 10 #2 (Special) 
GODDEBUGTOGGLEQ) God Mode on/off 


Starlancer 


To skip to any level, hold 
down Ctrl and type “potato” 
(no quotes) on the startup 


| screen. There should be a 
| red mission indicator on 

screen. Now type the num- 
ber of the mission you want Fl Predator I ! 
to play. There are 24 mis- F2 Naginata | ! 
sions in all, and use a lead- F3 Grendel 
ing zero for missions 1-9 F4 Crusader | 
(i.e. 01, 02). To select only F5 Coyote | 
the ship normally available F6 Mirage IV | 
| for that mission, press Ctrl- F7 Tempest ! 
| Enter to move to the briefing __F8 Patriot 
room then select your ship. F9 Wolverine 
To access additional ships, FIO Reaper ! 
hold down Shift as you press _ F11 Shroud ! 
the following keys: F12 Phoenix | 
l 


Earth 2150 


While in the game press Enter 
and type in “I_wanna_cheat” 


(no quotes). Then press Enter ra ; x 
again and type in the following fe aR 
cheats: Meg $2 Zap 


SP 
J. 


X-MAS_PACK Full repair/reload ammo ! 
FIREWORKS Mines : 
ARMAGEDDON Meteor shower : 
NO_MORE_SECRETS Full map 
NO_ONE_HIDES See all units : 
|_LOVE_THIS_GAME # Give # of ! 
|_HATE_LIMITS # Set unit limit to # : 
EINSTEIN O/1 Fast explore off/on 
HELP_ME_PLEASE!!! O/1 Fast explore player only off/on i 
THE_HAMMER_OF_THOR Kill all enemies at range of eight 
MASSACRE Kill everything at range of eight 
SEE_YOU_NEXT_LIFE Destroy selected unit 
HASTA_LA_VISTA_ENEMIGOS Destroy all visible units/objects 
BAD_TIME_BAD_PLACE Damage all nearby units 

EAGLE_EYE See all 

LET_BE_DARKNESS Fog 


— — — Bee ee 


Tachyon: The Fringe 
Call up the command windows (7 on the keypad) then type the 


following codes (oh look, Star Wars and Matrix references... how 
original): 


IM A CHEATER Cheat codes enabled 

ONE MILLION DOLLARS Add 5000 credits 
QUICKENING God mode 

COME GET SOME Full ammo 

DILITHIUM Full energy 

THERE IS NO SPOON Return to starbase to win 
BOOM STICK All items available 

RAGTAG ALL ships available 

KESSEL RUN Enhance ship 


Tzar: Burden of the Crown 


During the game type Enter to open the chat window and enter 
the following codes: 


HMPRETTYPLEASEWITHSUGARONTOP Activate cheat mode 
HMGOD God mode for currently selected unit 

HMREVEAL Show entire map 

HMNOFOG Remove fog of war 

HMPETLEVA 50,000 for all resources 

HMDVALEVA 10,000 for all resources 

HMTIMER Shows timer 

HMBUILDOZER Fast build 

HMUSURP Lose control of main buildings 

HMNOTECH Buildings/units don’t depend on upgrades 
HMKINGDOM X Selected unit becomes part of player X’s unit 
HMSPAWN NAME Spawns any unit from the game 
HMNOPOP Population limit 
increased to 1000 
HMRESIGN Lose 


> 
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Army Men: Air Tactics 


Sarge will be pissed, but during the game 
press the Backspace key and enter the fol- 
lowing codes: 


‘RIPOFF BLUE Max health 

'RIPOFF RED Unlimited health 

'RIPOFF WHITE Lose mission 

!PLASTIC SURGERY All amounts in the red 
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letters to the editor’>>»*comments???advice 


Random rants from angry gamers 


Empire Earth 2001 

Your magazine gets better all the 
time. The article “Battling Through 
the Ages” about Empire Farth[CGM 
115] left me drooling. When | read 
that it was to be released in Early 
2000, | almost got in the car right 
then. Alas, upon examining the 


article itself, it was too good to be 
true... Early 2001. 
Daniel Gowans 


Oops, that was definitely a Y2K- 
related bug. [Ugh, sorry. ] The 
game is indeed scheduled to come 
out in early 2001. —ed 


This is a shot from the PlayStation version of Tony Hawk 2. 


We are, indeed, tight 


What’s up? Usually people start with “I love your magazine soooo 
much!! Everything about it is wonderful” and yes, your magazine is 
tight, but I’m gonna cut strait to my question. Do you know of any 
skateboarding games out there for the computer? | have been look- 
ing forever but all | can seem to find is a free download at 
www.kickflip.net that really isn’t that great. 

| need skateboarding games. Thanks a lot. And if you don’t put 
this letter in your magazine, | will be pissed. 


Aaron Faucett 


Not much is up. The weather has been great and we've been 
working really hard... oh, wait, that’s really boring. 

Let it be known we would never want to piss off Adam Faucett. 
So we’re running his letter. Oh, and Activision is working on Tony 
Hawk’s Pro Skater 2 for simultaneous release on every platform in 
existence, including the PC. It looks, uh, “tight.” We think that’s 


good. —ed 


The last losername 
letter ever 
Re: “Usernames versus 
Losernames” 
So what? Who cares? Big deal? 
Kathleen Anderson 


Not very fly for 
a white guy 
What the heck is wrong with 
William Abner, author of the 
review for /ugular Street Luge 
Racing |CGM 115]? In his review, he 
said, “the Offspring continuously 
is akin to cruel and unusual pun- 
ishment.” The Offspring is awe- 
some! Not only that, but he then 
put it in the Downside box! 
Obviously | cannot trust this 
review, as the author clearly has 
no taste. 

Daniel McNally 


You suck 
You know, I’m getting really 
sick of people who dislike your 
magazine for whatever reason. 
It really makes me mad consid- 
ering how good your magazine 
is and how much better it is 
then any other gaming maga- 
zine out there. If anyone does- 
n't like it, just plain and simple, 
you suck. 

Bananamike 


We run a lot of negative letters 
because... well, we think they're 
more interesting, providing a 
valuable counterpoint. That does- 
n't mean a lot of people dislike the 
magazine—the vast majority of 
letters we receive are positive, and 
they’re usually from people with 
cool names like “Bananamike. ” 
—ed 


Tasty or tasteless? 

| have heard many complaints 
against your magazine about it 
being vulgar and lacking taste. | 
want to defend you. | will say that 
your magazine is very tasteful, 
especially with some salt. | must 
say that CGM has the best taste— 
even the glue is excellent. | find 
that it’s best served with a white 


wine, and shrimp. 

The only problem is the CD. 
Have you ever eaten a CD? They 
hurt. When cooked, the melted 
plastic scorches your tongue, 
and when raw they slice and 
gouge your throat, mouth, 
intestines and rectum. Take it 
from personal experience; don’t 
eat CDs, even if all of your 
“friends” are doing it. 

| have to go now. Once | was a 
Republican. 

Randy Wanker 


OK, how many people think that’s 
a legitimate name? Raise your 


hands, don’t be shy.... —ed 


Random incoherence 

Ed, sorry I’m so late getting my 
letter to you. | would have sent it 
sooner but my bother Earl shot his 
leg in half with shotgun (unlimited 
ammo of course) and | had to tie 
my keyboard chord around the 
stump to stop the bleeding. Earl 
says that the mounted Bill (of 
Microsoft fame) head you wanted 
is going to take a little longer than 
expected and that the price has 
gone up. 

Oh yeah, my cousin Bubba 
wants to know where he can get 
that Unrea! patch that includes 
the chainsaw/nail gun option. 
He says all this ranged weapon 
stuff is for sissies. You wouldn't 
believe Bubba, Ed. | caught him 
playing that awesome Soldier of 
Fortune demo (from the May 
issue) a couple of nights ago. He 
had just taken off some scum- 
bags’ head, paused the game 
with the gory remains in plain 
view, and was just hugging the 
monitor laughing quietly to 
himself. | tried to get him to 
play the Croc 2 demo or some- 
thing but he wouldn't have any 
of it. 

Any way, keep up the good 
work Ed you're a true revolution- 
ary. Aunt Carla says hi. 

Mike S. 


Our readers frighten us. —ed 
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Golden Palace OnLine Casino 


WWW.GOLDENPALACE.COM 


"MAX PAYNE’ is a gritty 
journey to the present 
day New York City during 
the worst winter blizzard 
in a century. The game 
shoots from the lowest 
slum pits to the greatest 
skyscraper heights, leav- 
ing behind a trail of 
corpses, splatters of 


blood, and empty brass 


rolling on the floor. Max 
Payne, now a DEA spe- 
cial agent; goes to work 
undercover among the 
dirtiest mobster murder- 
ers in this city gone bad. 


G.0.D. (Action) 
Release: 12/00 


‘HITMAN: CODENAME 47’ casts 
you as a hired assassin and chroni- 
cles your progress through a series 
of contracts. Includes some 27 lev- 
els that cover five actual hits, as 
well as the preparations necessary 
to make those hits - accumulating 
equipment, information, and the 
like. Most missions are comprised 
of about 80% planning and 20% 
action. 


Eidos (Action) 
Release: 10/00 
PC CD 


‘DOGS OF WAR’ is the first fully 3 
dimensional Tactical 
Action/Strategy game to effortlessly 
mix line-of-sight arcade urgency 
with the command __ interface 
required to lead a massed force to 
victory -delivering highly challeng- 
ing & addictive gameplay across a § 
breathtaking, dynamic battlefield. 


eibos 


Talonsoft (Action) 
Release: 8/00 
PC CD 


‘STARSHIP TROOPERS’ puts you 
in battle armor in the middle of a 3D 
game played from a chase perspec- & 
tive. While in the command ship, 
you move around without armor. = 
You can eventually gain control jee 

over your entire squad if you wish. 
Spaceship interiors, bug tunnels, § 
buildings, wide open landscapes, & ff 
swarms of bugs attacking simulta- 
neously are alla part of the game. & 


Microprose (Action) 
Release: 8/00 
PC CD 


‘B-17 FLYING FORTRESS 2: THE 
MIGHTY 8TH’ Command the 
supreme daylight bomber of World 
War II. Master each of the 10 crew 
member roles. Navigate accurately 
across Europe. Locate and bomb 
| strategic targets, and defend the 
plane from furious enemy attacks. 
Breathtaking air combat sequences 
through photorealistic terrain \iekke 
makes it all feel incredibly real. 


BLA EEVING FORTRESS ° 
“THE MIGHTY BT & 


Microprose (Simulation) 
Release: 9/00 
PC CD 


‘SILENT HUNTER Il’ recreates the 
battles between Hitler's U-boat 
force & Allied convoys. Multiplayer 
mode for hot action & cooperative 
play over the Internet or LAN. 
Multiple difficulty levels & 
enhanced dynamic campaign com- 
plete a very detailed & realistic 
environment. 


WWIT U-BOAT 


SILENT HONTER]T 


Mindscape (Simulation) 
Release: 12/00 et = 
PC CD =: 


area 


0 
1 


RELEASE 
10/99 


TITLE 
Abomination 


Alien vs. Predator Gmrs Ed04/00 $28.95 


Battlcrusier Tact Enga 08/00 
Battlezone 2 12/99 
Battlezone Gold 09/99 
Blood 2: Nightmare Lvis 03/99 
Carmageddon 2 11/98 
Crusader: No Remorse 09/95 
Dark Forces 03/95 
Descent 2 03/96 
Descent 3 06/99 
Descent 3 Mercenary 11/99 
Descent 4 08/00 
Descent: Freespace 2 10/99 
DF 2 Jedi Knight wSith 09/98 
Die Hard Trilogy 01/97 
Die Hard Trilogy 2 03/00 
Dogs of War 05/00 
Drakan 08/99 
Driver 10/99 
Duke 3D Plutonium Pk 12/96 
Duke Nukem 3D 05/96 
Duke Nukm 3D Atomic 01/97 
Evasive Action 04/94 
Evolva 05/00 
Excalibur 2555 11/97 
Final Doom 06/96 
Freespace Battle Pack 11/99 
G Police 11/97 
Half Life Adrenaline PK 01/00 
Half Life Oppsing Fre 11/99 
Halo 11/00 
Heavy Gear 11/97 
Heavy Gear 2 06/99 
Heavy Gear 3 06/00 


RELEASE 


12/98 
08/96 
11/96 
11/97 
06/99 
11/98 
12/99 
03/98 
03/00 
10/99 
05/96 
02/99 


FRAG 


06/96 
06/98 
03/00 
07/99 


02/96 
03/98 


PRICE 


$14.9 
$19.9 

$6.9 
$12.9 
$17.9 
$16.9 
$28.9 
$12.9 
$17.9 
$14.9 

$9.9 
$32.9 


$12.9 
$22.9 
$27.9 
$18.9 


$46.9 
$17.9 


az J ! 
not Veais! 
Ss 
4 Wout 
en 2 Week 
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COMPUTER GAMES: ACTION 

Price TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE 
$26.95 Heretic 2 12/98 $14.95 Rapid Fire Pak 09/96 $14.95 

Hidden & Dangerous 07/99 $18.95 Redneck Rampage 04/97 $12.95 Thief: The Dark Prict 
$29.95 Hidden Danger Action Pk 04/00 $38.95 Resident Evil 2 03/99 $29.95 Time Commando 
$34.95 Hired Team 04/00 $39.99 Rogue Spear 10/99 $28.95 Tomb Raider 
$24.95 Hitman: Codename 47 09/00 $28.95 Rogue Spear Expansion 04/00 $19.95 Tomb Raider 2 
$8.95 Interstate 76 03/97 $9.95 Rogue Spear Platinum 11/15 $39.95 Tomb Raider 2 Gold 
$18.95 Interstate 82 11/99 $23.95 — Rollcage 03/99 $9.95 Tomb Raider 3 
$5.99 Kingpin: Life Crime 07/99 $28.95 Rollcage 2 03/00 $38.99 Tomb Raider 4 

Kiss Psych Cres Ntm Ch 05/00 $45.95 Rune 07/00 $38.95 Tomb Raider Gold 
$12.99 League of Pain 04/97 $25.99 — Soldier of Fortune 03/00 $38.95 Tomb Raider Lost Artfct 
$7.95 Martian Gothic 05/00 $18.95 Spec Ops:Ranger Gold 11/99 $27.95 Tomb2/Total Bundle 
$24.95 Star Trek Hidden Evil 12/99 $24.95 Total Ruin 2 
$24.95 MDK 05/97 $19.99 Star Trk Generations 05/97 $19.99 Turok Dinosr Huntr 2 
a ooo noes ee ‘STAR TREK: ELITE FORCE’ This 
$24.95 Midtown Madness 2 06/00 $39.95 |/St Game based on Star Trek 
$24.95 Mission Impossible 06/00 $26.99 | VOVager pit players: against a 
$28.95 Mob Rule 08/99 $38.95 | Multitude of Star Trek enemies, 
$37.95  Mortyr 12/99. $38.95 including the relentless Borg and 
$15.95 Navy SEALs 06/00 $49.99 |Never-before-seen aliens, _ in 
$26.95 Nihilist 05/97 $9.9g_ | intense single-player and multi- 
$15.99 Obi Wan 10/00 $42.95 | Player combat missions. 
$18.95 Oni 09/00 $42.95 
$12.95 Operation Body Count 11/94 $29.99 nc /\ ——— 
$12.99 Outlaws W95 04/97 $24.95 ELITE FORTE 
$39.95 Planet of the Apes 10/00 $39.99 sas . 
$8.99 Project:Eden 09/00 ne sah al fA Ser PHASERS ro 
$9.95 Quake 11/96 $18.95 Pr cD. I eee as 
$14.95 Quake 2 12/97 $17.05 |= ee 
$14.99 Quake 2 Net Pack 1 02/99 $12.95 Starsiege: Tribes 12/98 $17.95 Ultimate Doom 
$39.95 Quake 3 Arena 12/99 $33.95 SWAT 3: Close Quarters 11/99 $32.95 Unreal 
$27.95 Quake 3 Arena MP1 09/00 $26.95 SWAT Career Pack 04/00 $38.95 Unreal Gold Bundle 

Quake Bundle Pack 01/99 $14.95 System Shock 2 08/99 $38.95 Unreal Level Pack 
$42.95 Quake IIl:Team Arena 09/00 $39.95 Tachyon: The Fringe 04/00 $34.95 
$12.95 Quake Mission Pack 1 03/97 $14.99 Tek War 10/95 $9.99 Whiplash 
$14.95 Quake Mission Pak 2 04/97 $15.99 Terminator FutrShock 12/95 $19.99 Wolfenstein 3D 
$39.99 Rainbow Six Gold 06/99 $22.95 Thief 2: The MetalAge 03/00 $28.95 X Com Collection 


11/99 


$27.9 


COMPUTER GAMES: SIMULATION 


1943 Euro Air War 11/98 
3D Railroad Master 10/98 
AMA Superbike 09/99 
Apache Havoc 04/99 
Apollo 18 03/99 
Armored Fist 3 10/99 
ATF Gold 03/97 
Battlecruiser Millenium 06/00 
Behind Enemy Lines CFS 04/00 
Caesar's Palace 2000 05/00 


Castrol Honda Sbike 2000 09/99 
Castrol Honda Superbike 05/98 


Colin McRae Rally 04/00 
Comanche 3 04/97 
Comanche 4 07/00 
Comanche Gold 05/98 
Conquer the Skies 10/97 
Custom Panel Designer 12/99 
Dawn of Aces 12/98 
Deep Fighter 06/00 
Destroyer Command 06/00 
Dirt Track Racing 12/99 
EF 2000 V 2 07/97 
F/A 18 Hornet/Korea Bndl 09/98 
F/A-18E Super Hornet 03/00 
F-16 / MiG 29 Bundle 10/98 
F-16 Agressor 06/99 
F-22 ADF 12/97 
F-22 ADF Red Sea Ops 10/98 
F-22 ADF/ Red Sea Bndl 12/98 
F-22 Lightning 2 09/96 
F-22 Lightning 3 05/99 
F-22 Raptor 12/97 
F22 Total Air War 10/98 
F22/EF 2.0 Bundle 01/99 
Falcon 3 Classic 10/97 
Falcon 4.0 wBinder 12/98 
Flight Unlimited 3 09/99 
Fly 2K 05/00 
Fly the Best MS FS 98 ~=—- 08/99 
FLY! 08/99 


$18.95 
$49.99 
$34.99 
$14.95 
$35.95 
$17.95 
$12.95 


$44.95 
$24.95 
$26.95 
$24.95 
$28.95 
$28.95 
$17.95 
$38.95 
$29.99 

$8.95 
$28.95 
$14.95 
$44.99 
$36.95 
$19.95 
$12.95 
$28.95 
$36.95 
$24.95 

$9.95 
$14.95 

$8.95 

$9.95 
$12.95 
$18.95 
$19.95 
$14.95 

$9.95 

$8.95 
$19.95 
$26.95 
$27.95 
$28.95 
$14.95 


Flying Nightmares 2 09/00 $35.99 Mobil 1 Rally Champ 03/00 $26.95 
G-Nome 02/97 $12.95 Monaco Grand Prix Rcg 2 06/99 $31.99 
Gran Prix 3 08/00 $38.95 Monster Truck Madness 10/96 $19.99 
Grand Prix 500 03/00 $28.95 Motocross Madness 08/98 $18.95 
Grand Prix Legends 10/98 $18.95 

Gunship! 04/00 $38.95 MSCFS Battle Midway 08/99 $28.95 
Harley-Dvdsn's Race Am 01/00 $14.95 MS CFS Combat Exp Pk 04/00 $18.95 
Independence War 2 06/00 $42.95 MS CFS Combat Pilot1 08/00 $33.99 
Independence War Dix 08/99 $17.95 MSCombat Flight Sim 11/98 $29.99 
iPanzer 44 04/98 $8.95 MS FS 98 CoPilot 2 05/00 $29.99 
Israeli Air Force 09/98 $16.95 Nascar 2000 03/00 $36.95 
Janes Air Superiority Coll 06/00 $39.95 Nascar Acceleration Pk 04/00 $39.95 
Jane's Attack Pack 12/99 $17.95 NASCAR Heat 08/00 $39.90 
Jane's F/A-18 01/00 $34.95 NASCAR Legends 11/99 $32.95 
Jane's USAF 10/99 $36.95 Nations Fighter Command 12/99 $24.95 
Jet Fighter 3 Classic 10/99 $14.95 Need for Speed 2 SE 11/97 $18.95 
Jet Fighter 3 Missn 05/97 $12.95 Need for Speed 3 09/98 $14.95 
Jet Fighter 3 Platinum 11/97 $9.95 Need for Speed 4 06/99 $38.95 


‘GRAND PRIX 3’ See what it’s like 
to drive an F1 race car in this latest 
edition of Formula One racing. 
Compete on all the circuits in a 
Grand Prix season against the real 
teams and drivers that make up 
Formula One racing. Five levels of 
difficulty, complete car setup 
options and detailed performance 
analysis literally put you in the dri- 
ver's seat. 


Microprose (Simulation) 
Release: 8/00 
PC CD 


Ka-52 Team Alligator 03/00 $28.95 Need Speed:Porsche Unl 03/00 $37.95 
Luftwaffe Commander 12/98 $24.95 Newman Haas Racing 11/98 $19.95 
M1 Tank Platoon 2 04/98 $18.99 NHRA Drag Racing 09/99 $19.99 
M1A2 Abrams 03/97 $6.99 Nuclear Strike 11/97 $14.99 
Mechwarrior 2 12/95 $12.95 Pacific Theater 04/00 $28.95 
MechWarrior 3 06/99 $18.95 Panzer Commander 05/98 $8.95 
MechWarrior 3Exp Pk 12/99 $22.95 Panzer Elite 12/99 $34.95 

Pedal to the Metal 08/99 $9.95 


Powerslide 
Privateer 2 SE 
Privateer 3 

R/C Pilot 

Rally Championship 
RC Stunt Copter 
Red Baron 2 

Red Baron 3D 

Red Baron/A10 Tnk Kir 
Red Line Racer 
Redline 

ReVolt 

Sand Warriors 


12/98 
12/97 
01/00 
02/99 
06/97 
06/00 
12/97 
11/98 
10/96 
08/98 
03/99 
09/99 
09/97 


$29. 
$18.¢ 
$52.¢ 
$99.¢ 
$12.$ 
$37.5 

$5.8 
$16.5 

$4.$ 
$39.6 

$8.$ 
$24.6 
$19.$ 


SilentHunte Commander Ed.10/97 $24.5 


Starsiege 

Start Up 

Steel Beasts 

SU-27 Flanker 2 

Super Bike 2000 

Test Drive 5 

Test Drive 6 

Test Drive Off Rd 2 

Test Drive Off Road 3 
Top Gun 2 Hornets Nest 


03/99 
05/00 
04/00 
11/99 
02/00 
12/98 
12/99 
11/98 
11/99 
01/99 


Total Adrenaline:Drg Reng 04/00 


Tour Car Challenge 
Tuskegee Fighters 
Ultimate Flight Srs 3 
Ultimate Motorcycle Srs 
Ultimate Racing Pro 
Ultimate Racing Srs 2 
Ultimte Flight Sries 
Vitrual Pool Hall 

Wild Metal Country 
Wing Comm 5: Prophcy 
Wings Over China 
World War 


X-Com Interceptor 
X-Wing Collector's Srs 


10/99 
04/00 
02/99 
03/00 
03/98 
03/00 
05/97 
12/99 
06/00 
12/97 
03/00 
06/00 


06/98 
06/98 


$14.¢ 
$28.¢ 
$42.¢ 
$36.¢ 
$35.¢ 
$12.¢ 
$28.¢ 
$12.¢ 
$21.{ 
$15.s 
$18. 
$22.¢ 
$28. 
$17. 
$17.$ 
$19.$ 
$17.4 
$17. 
$18. 
$42.¢ 
$18.4 
$28. 
$44.¢ 


$3. 
$29. 


X-Wng v Tie W Binc Pwr 10/98 $18. 


Monnn Pulpc eg DITC IA 


‘KINGDOM UNDER 
FIRE’ details the epic 
battles on the continent 
of Bersiah, where the 
Race of Light (Humans 
& Elves) & the Race of 
eg Darkness (Orcs & Ogres) 
\ “) iin ye va a ne 
c c evel ely ely al , clou OT suspicion 

| | F WV Al a| 3 é| ») o | hostility. Features 70 

tee sist characters, 20 missions 
each for Human & Devil 


NE ; ed foe races, 7 story missions 
W Low : a ay... 4 for each Hero character, 
‘ RPG elements, & differ- 

’ ent types of multi-player 


: Kineoow UNnze Fier ee 
COMPUTER GAMES: STRATEGY GOD (Strategy) 
TITLE RELEASE PRICE : TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE Release: 9/00 


C&C Gold W95 02/97 $12.95 Emergency Firefighters 04/00 $19.95 Railroad Tycoon 2 11/98 $18.95 | PC CD 


1830 RR/Rbbr Baron 04/95 $19.95 C&C Red Alert Arsnl 12/98 $24.95 Emergency Room 2 03/99 $19.95 zy 3 ; 

7th Legion 10/97 $10.99 C&C Sole Survivor Online 12/97 $19.99 Emperor of Fadng Suns 01/97 $12.95 Reach for Stars 06/00 $37.95 — . des thei NEW WORLDS’ Play 
AD&D Birthright 07/97 $18.95 C&C Worldwide Warfre 12/98 $27.95 Empire Earth 05/00 $42.95 Risk 2 03/00 $27.95 5. A s t ; sania tan 
AlWars - The Awakening 02/00 $42.99 C&C2 Firestorm 03/00 $25.95 Force 21 08/99 $24.95 Rival Realms 07/99 $12.95 NEW WORLDS = eran rl te 
Age Empires Fin! Congst 07/98 $14.95 C&C2 With Firestorm 06/00 $39.95 Force Commander 03/00 $39.95 Roller Coaster Tycoon 03/99 $24.95 race offers a new style of gameplay, 
Age of Empires 10/97 $24.95 Caesar 2 09/95 $9.95 Forts 09/00 $44.95 Roller Cstr Toy Exp Pk 11/99 $17.95 ||__ race behaviors and a view of the 
Age of Empires 2 09/99 $39.95 Hasbro Strategy Game Pk 02/99 $29.95 SWAT 3:Battle Plan 09/00 $19.95 y Games: Story’ arc: irom 3) diiterent 
Age of Empires Gold Ed 04/99 $32.95 Celtic Tales Balor Evil 06/95 $24.99 HeroMMMillenium Ed 12/99 $38.95 Sabre Team 09/94 $8.95 g Perspectives. Features a variety of 
Age of Emprs II:Conquerers10/00 $29.95 Chess Grandmaster 03/00 $29.99 Hero MM3 Armgddn Blade10/99 $24.95 Sacrifice 09/00 $39.95 single player and up to 6 multi-play- 


er mission objectives. You have 
complete control over the 3D world 
and its inhabitants. 


Sett 3W/ Mission 2 10/99 $32.95 
Settlers 3 Mission 2 10/99 $22.95 
Settlers 3 Ultimate Coll 05/00 $39.95 


‘COMMANDOS 2’ Once again you take command of 
oo gee ~ £2 the elite soldiers behind enemy lines as you utilize 
— their abilities for the mission. New characters 


include a thief, a seductress, & a dog. Faster paced a ; siiaials So ine Interplay (Strategy) 
gameplay, but still requiring the planning & investi- 4 ao —_ sin) See Release: 9/00 
gation of mission possibilities. New vehicles ‘ Ing i cm oe PC CD 
include jeeps, tanks, trucks, ships, boats & cars. All | S!™ Mania pac Cab) S172 
missions are playable in single or Multiplayer | S’™ Theme Park TUSS a7 20 ‘MIND ROVER: THE EUROPA 
Gd: SimCity 2000 SpecEd 04/97 $14.95 PROJECT’ The premise: vou build 
SimCity 3000 01/99 $38.95 sap me 
robotic vehicles, and then program 
SimSafar 03/98 $19.99 them it “ oe eee 
SimTower 05/95 $14.95 peer 2 sr chats fe Tah 
Sims:Livin’ Large 09/00 $29.95 PaCS FBS Deere Ane yay 
ee all sorts of competitivescenarios. 
SimsvVille 02/00 $39.95 = 
Sold Check it out and see why it's been 
oldiers at War 05/98 $18.99 lled “one of the most addictive 
Sovereign 03/00 $49.99 jesus if i : S . : 
Squad Leader 09/00 $38.95 ty COMPS gga ae tr yearet 


Star Trek SFC Neutral 06/00 $39.95 


- “4 
CYTO" " 
<)~ ‘ee g 


Star Trk Gen Birth Fed 05/99 $27.95 
Star Trk New Worlds 08/00 $39.95 


CogniToy errno) 
Release: NOW 


Eidos (Strategy) Star Trk Starflt Comm 08/99 $38.95 PC CD 
‘Release: 12/00 oan Meh aen ‘AGE OF EMPIRES II: THE CON- 
PC CD Starcraft Brood Wars 12/98 $19.95 QUERORS EXPANSION PACK’ 
Starcraft Bttl Chest 12/98 $29.95 Focusing on legendary leaders, The 

Age of Emprs Rise Rme 11/98 $24.95 Civ 2 Fantasy Worlds 11/97 $8.99 Heroes MM3 Shadow Death03/00$38.95 Starcraft Insurrection 08/98 $18.95 Conquerors will challenge vatarane 
Age of Wonders 11/99 $29.95 Civ 2 Multiplayer Gold Ed 12/98 $18.95 HeroesofM&M3 03/99 $27.95 — Starcraft Retribution 01/99 $19.95 and novices to wage war onan epic 
Airline Tycoon 01/00 $39.99 Civ 2 Test of Time 08/99 $24.95 Starfleet Command GE 06/00 $37.95 @ scale with all-new civilizations. 
Airport Tycoon 04/00 $18.95 Civ Call to Power 2 09/00 $39.95 Homeworld 09/99 $28.95 Stars Supernova 02/00 $32.99 . unique units and technologies, and 
Alchemist 03/00 $22.95 Civilization 12/95 $8.95 Homeworld:Cataclysm 06/00 $28.95 Starship Diplomacy 06/00 $42.99 campaigns based on infamous con- 
Alien Intelligence 12/00 $42.99 Civilization 2 03/96 $12.95 Imperialism 2 04/99 $18.95 Stellar Frontier 03/00 $38.95 7 querors such as Attila the Hun, El 
Allegiance 04/00 $35.95 Civilization 2 Scen 11/96 $6.99 Imperium Galactica 2 05/00 $38.95 Submarine Titans 07/00 $39.95 Cid and Montezuma d 
Alpha Cen Planetar Pk 03/00 $37.95 Civilization 3 06/00 $39.95 Invictus 02/00 $34.95 Sudden Strike 08/00 $28.95 ; 

Alpha Centauri 02/99 $34.95  Civilztn Call Pwr Miss 06/00 $28.95 Jag Allc 2:Unfsh Busness 06/00 $29.99 TA:Kingdoms-lron Plague 03/00 $19.95 

Civilztn Call to Powr 04/99 $24.95 Jagged Alliance 2 07/99 $18.95 The Sims 02/00 $38.95 : — F 

Amazons & Aliens 08/00 $39.95 Cmmndos:Bynd Call Duty 04/99 $19.95 Jagged Alliance 3 03/00 $42.95 Theocracy 12/00 $37.99 CO eel! . Lg sha 
Ancnt Cnqst: Gldn Fice 06/99 $28.95 Colonization 09/94 $7.95 Kingdom Under Fire 09/00 $36.95 Three Kingdoms:Ft of Drgn09/00 $34.95 @¥ Fan si GW PC CD 
Anno 1503 11/00 $39.95 Colonization 11/94 $14.99 Legend of the Five Rings 05/00 $42.99 Total Annhitn Kingdoms 06/99 $23.95 

AoE 2 & C&C 2:TS Bundle 05/00 $49.95 Colonization W95 06/99 $7.95 Lemmings Revolution 05/00 $18.95 Total Annihilation 10/97 $8.95 m ‘HOMEWORLD: CATACLYSM’ takes 
Armies Of Armageddon 04/00 $39.95 Commandos sin $24.95 Liberation Day 03/98 $8.95 Total Annihilation 2 12/00 $39.95 m| you back to the Homeworld uni- 
Armored Moon 02/98 $26.99 Commandos 2 06/00 $34.99 Lords Realm 2 11/96 $9.95 Tropico 10/00 $39.95 verse roughly 15 years after the 
Army Men 05/98 $26.99 Conflict of Nations 01/00 $39.99 Lords of Magic 12/97 $12.95 Tycoon Collection 01/00 $34.95 Vi original game. Command new 
Army Men 2 03/99 $27.99 Conquest Earth 09/97 $8.95 Majesty 03/00 $34.95 4 ships with new technologies & 
Army Men 3 10/99 $24.95 Conquest New World 2 06/00 $48.99 Master of Orion 2 11/96 $9.95 — Ulit. Strat Series 02/00 $17.95 weaponry in 17 new single player 
Army Men Air Attack 03/00 $28.95 Creatures 3 10/99 $32.95 Master of Orion III 11/00 $39.95 — Ultimate Sci-Fi Series 03/00 $17.95 a missions. Multiplayer system sup- 
Army Men Freedom Pck 01/00 $28.95 Crusaders Mght&Magic 12/99 $19.95 MechCommander 2 01/00 $42.95 Ultimate Sim Series 03/00 $17.95 ports up to 8. Features such as 
Army Men World War 05/00 $17.95 Dark Reign W/Mission Pk 02/00 $12.95 MechCommd Gold 09/99 $28.95 Uprising 2 12/98 $19.99 ™ waypoints & sensor screen attack 
Axis & Allies 09/98 $17.95 Diplomacy 12/99 $39.95 Metal Fatigue 05/00 $37.95 Wall Street Trader 2K 01/00 $17.95 1 commands add a new dimension to 
Axis & Allies 2 04/00 $39.95 Disciples 2:Dark Prph 09/00 $39.95 Mind Rover 03/00 $44.95 Wall Street Tycoon 06/00 $37.95 “@ the revolutionary combat & play 

Disciples: Sacred Lands 11/99 $29.95 Myth: Total Codex 11/99 $17.95 WarCraft 2 Battle.net Ed 10/99 $18.95 ® pioneered in Homeworld. 

Aztec 01/00 $38.95 Dune 2000 09/98 $14.95 Noble Armada 04/00 $39.95 Warcraft 2 12/95 $18.95 Sierra (Strategy) 
Battle Isle:Andosian War 10/00 $39.95 Dungeon Keeper 2 06/99 $37.95 Release: 8/00 
Battle Realms 04/00 $42.95 Pharoah 11/99 $29.95 Warcraft Battle Chest 11/96 $17.95 PC CD 
Battlecrser 3000 AD V2 12/98 $14.95 Earth III 02/00 $39.95 Pharoah Add-On:Cleopatra08/00 $19.95 Warcraft Orc/Humns 11/94 $9.95 

Battlecruiser 3000 10/96 $8.95 | = = ‘REACH FOR THE STARS’ Turn- Warhmmr 40K Chs Gate 11/98 $19.95 5 . ‘WARLORDS BATTLECRY’ Create a 
Battlecruiser 3020 AD 07/00 $42.99 based strategy of galactic explo-| Wa™mmr 40K Rites War 07/99 $37.95 LLLARLORDS hated one hanasRuekatnies 
casaebaaedliadie Oe Saas ration, colonization & conquest.) Warlords 2 Dix Der Secs ed IC fm his armies through campaigns, 
Battles of Destiny 11/92 $3.95 Dive into the immense range of} Warlords 3 08/97 $8.95 Z quests & multiplayer games. Your 
Black & White 01/00 $42.95 player controlled game parameters} Warlords 4 09/00 $42.95 hero & his armies must set out ona 
Blood & Magic 11/96 $14.95 or simply focus on galactic explo-} YVa"lords Battlecry 06/00 $38.95 path of good or evil, to destroy the 
Blzzrd Game Year Clictn 02/99 $32.95 ration and enemy destruction, Warlrds 3Drk Lrd Rsg 08/98 $34.95 Two Tears (2 powerful & mystical 
Braveheart sl igus Features more than 30 preset sce-| Warzone 2100 WA $14.95 meteorites) before they fall into the 
Bugdom 08/00 $39.95 narios, 16 unique species, a diplo-} ‘V9"'d War!!! 09/00 $39.95 wrong hands. As your hero gains 
Business Tycoon 09/00 $37.95 matic system, network play, a} Worms 2 01/98 $18.95 experience he can choose a special- 
C & C Red Alert 11/96 $14.95 powerful scenario editor and tacti-| Worms Armageddon 06/99 $24.95 ty class that will strengthen his 
C & C:Red Alert 2 10/00 $39.95 cal combat. X-Com Apocalypse 08/97 $8.95 attributes. 

C&C 09/95 $5.95 Mindscape (Strategy) X-Com Terr frm Deep 03/95 $4.45 , SSG (Strategy) 
C&C 2 Tiber Sun Pltmn 08/99 $51.95 Release: 8/00 X-Com UFO Defense 06/94 $8.95 Release: NOW 
C&C 2: Tiberian Sun 08/99 $37.95 PC CD X-Com e-m@il 12/99 $19.99 PC CD 


C&C Gold Bundle 11/98 $17.95 


PAH CuUIDC 8 DITC Inc 


X: Beyond the Frontier 01/00 $23.95 


‘POOL OF RADIANCE 2: 
RUINS OF MYTH DRAN- 
NOR’ A new Pool of 
Radiance has been discov- Ruins OF MYTH 
ered in the ruined city of a 
Myth Drannor. Features the ‘. = = 
new 3rd Edition Dungeon 

& Dragons Rules, 3D char- 

acter & monster models, 

interactive environments, 

action-based combat sys- 

tem, multiplay & singleplay 

dungeons, non-linear 

quests, over 100 spells, 

and new D&D monsters 

and items. 


et Nee 


RADDOR 


Mindscape (Roleplaying) 
Release: 9/00 
PC CD 


‘WIZARDS & WARRIORS’ An evil 
Pharoah has overcome a curse & 
returned to wreak havoc on Gael 
Serran. Only the Mavin Sword can 
defeat him. You must uncover the 
sword’s legend & save the land. 
Use over 30 skills & 50 traits in 
more than 100 adventures & 
quests. Features over 50 PC char- 
acters, 11 clans, 100 NPC charac- ii 
ters, & 300 monsters. Run, jump, ™@ 
climb, fly, & more. 

Activision (Roleplaying) 
Release: 10/00 

PC CD 


‘DIABLO II: INFERNO’ As one of 5 
character types, you'll journey 
across distant lands, fight new vil- 
lains, discover new treasures & 
uncover ancient mysteries. Four, 
populated towns & wilderness 
areas. Expanded world filled with 
all-new quests, weapons, spells, 
armor, monsters & non-player j 
characters. Full multiplayer sup- & 
port, including Internet play over 
Battle.net. Optional 3Dfx support. 
Blizzard (Roleplaying) 
Release: 7/00 

PC CD 


‘DEUS EX’ In this thrilling roleplay- 
ing adventure, you play the part of a 
powerful, nano-technologically 
augmented anti-terrorist agent. It's ey 
up to you to stop the conspirators fee 
from achieving their goals. Travel 
the globe in a quest for knowledge, 
develop your characters strengths, 
build a network of allies to assist & 
you, and determine when stealth § 
and strategy are more important 
than action. 

lonStorm (Roleplaying) 
Release: 7/00 

PC CD 


‘ICEWIND DALE’ A single, or multi- 
player, RPG set in the Forgotten 
Realms. The game focuses more on 
Classic dungeon adventuring than 
on an overland quest. Features 
AD&D 2nd edition rules, more than 
ten new, major, areas as well as 
several smaller locations to explore, 
and over 50 dungeon levels. 
Explore ice-filled mountain passes, #& 
geothermal cave systems, haunted ja 
Elven ruins, & more. 
Interplay (Roleplaying) 
Release: 7/00 

PC CD 


> 


ICEvINE 


‘OFFICIAL FORMULA ONE RAC- 
ING 99’ Features all the teams, dri- 
vers and circuits from the 1999 
Formula 1season. Take part in the 
whole weekend or simply take part 
on race day. The game enables up 
to 12 players to race against each 
other & replay the race from any 


camera and any car. re, ag 


FUMUL ml 


Eidos (Sports) 
Release: NOW 
PC CD 


Cri ..AAAnRe.o 


| 


COMPUTER GAMES: ROLE PLAYING 


TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE 
AD&D Collector's Ed. 07/98 $15.99 Septerra Core 11/99 $14.95 Ultima 9 Ascension 12/99 $39.9 
Gothic 09/00 $44.95 — Silver 10/99 $32.95 Ultima Online: Renaissance05/00 $18.9 
Asheron's Call 11/99 $29.95  Gothica 06/00 $44.95 SoulBringer 06/00 $38.95 Ultima Wrids OnIn Orgn 09/00 $42.9 
Baldrs Gate: Tale Swrd Cst05/99 $18.95 Star Trek ConQuest 06/00 $28.95 
Baldur Gate w/EP 1 11/99 $32.95 King of Dragon Pass 02/00 $37.50 ‘BALDUR’S GATE II’ The newest 
Baldur's Gate 12/98 $24.95 Lands Lore 2:Grdns Dst 10/97 $14.95 title in the Baldur's Gate series im 
Baldur's Gate 2 09/00 $42.95 Lands of Lore 01/94 $12.95 adds new classes, spells, and 
Battlespire 12/97 $32.95 Lands of Lore 3 04/99 $17.95 |. ks “ie 
items and uses an isometric, top- 
Blade 10/00 $42.95 Legacy of Kain 2 09/99 $28.95 d vr 
own view. The game is real-time 
Cursaders of MM 12/99 $14.95 Legends of Might & Magic08/00 $39.95 but j : 
os ut is pauseable, and actions may 
Dark Stone 08/99 $29.95 M&M Millenium 10/99 $34.95 b : : 
e assigned to characters in your 
Middle Earth 06/00 $42.95 party at that time. 
Diablo 01/97 $9.95 Might & Magic 8 03/00 $32.95 | 
Diablo 2 06/00 $39.95 Might & Magic Compilation11/98 $27.95 
Diablo Bundle 10/98 $15.95 Mordor 2 06/00 $38.95 
Elder Scrolls 2 09/96 $27.95 Neverwinter Nights 05/01 $42.95 
Eldr Scrlls Mrrowind 12/00 $54.95 Nox 02/00 $38.95 : 
Evil Islands 08/00 $39.95 Odium 11/99 $14.95 Ye taiad gl ll 
Fading Suns Nbl Armda 12/00 $39.95 Planescape Torment 12/99 $39.95 PC CD P 
Fallout 2 11/98 $18.95 
Final Fantasy VII 06/98 $18.95 Rage of Mages 10/98 $14.95 Stonekeep 2Godmaker 06/00 $42.95 Warhammer 2 Dark Omen11/98 $18.9 
Final Fantasy VIII 01/00 $39.95 Rage of Mages 2 10/99 $12.95 Swords of Heroes 06/00 $42.95 Werewolf: Apocalypse 11/00 $38.9 
Forgotten Rims Arcvs 3 08/99 $12.95 Realms Arkania Tril 10/97 $8.95 Techno Mage 05/00 $38.95 Wizardry 8 06/00 $44.9 
Forgottn Rims Arcvs 2 08/99 $12.95 Revenant 10/99 $27.95 The Summoner 11/00 $42.95 
COMPUTER GAMES: ADVENTURE 
7th Guest 09/97 $8.95  Hologram:Time Traveller 09/00 $39.95 Myst 03/94 $17.95  Qin:Tomb Middle Kingdom07/96 $18.9 
7th Guest2 11th Hour 11/95 $5.95 Hype: Time Quest 11/99 $19.95 Myst 2 w/Hint Book 08/99 $12.95 Quest for Glory 5 12/98 $19.9 
Alond in the Dark (4) 06/00 $39.95 Indy Jones Infrni Mchne 11/99 $39.95 Myst 2: Riven 11/97 $24.95 — Riddle of the Sphinx 04/00 $28.9 
Amerzone 10/99 $34.95 — Inherent Evil Hntd Ht 12/99 $14.95 Myst III:Exile 04/00 $39.95 Ring 07/99 $27.9 
Armed and Delirious 11/97 $8.95 It Came From Zog! 10/00 $39.95 Myst Mstrpce Edition 09/99 $28.95 Robot Club 02/99 $38.9 
Azraels Tear 10/96 $5.99 Jack Orlando 05/00 $39.99  Myst:Dimensions 11/00 $39.95 Sacred Amulet 06/00 $39.9 
Beavis & Butthd Do U 01/99 $16.99 Jewels Of the Oracle 03/95 $19.99 Nemesis 10/96 $12.95 Safecracker 02/00 $19.9 
Beyond Atlantis 04/00 $39.95 Jewels Oracle 2 01/99 $19.95 Nerves of Steel 05/95 $15.95 Sanitarium 05/98 $17.9 
Beyond Time 12/98 $18.95 Journeyman Prijct Trigy 05/99 $34.95  Nightlong 02/00 $19.99 Scooby-Doo:Myst Fun Pk 10/99 $18.9 
Black Dahlia 02/98 $28.95 King's Quest Collection 11/99 $14.95 Nightlong: Union City 01/00 $19.99 Seeker 06/00 $44.9 
Blackstone Chroncles 11/98 $19.95 Lander 09/99 $14.95 Nocturne 10/99 $28.95 Simonthe Sorceror3D 05/00 $35.9 
Blade Runner 11/97 $17.95 Last Call 05/00 $19.95 Of Light & Darkness 04/98 $24.99 Small Soldiers Sqd Cmdr 08/98 $19.9 
Blair Witch Episode 1 08/00 $27.95 Omikron: Nomad Soul 11/99 $26.95 Spycraft W95 03/96 $14.9 
Blair Witch Episode 2:188610/00 $27.95 —_Liath 06/00 $39.95 Outcast 08/99 $22.95 StarTrek Fed Compltn 11/98 $18.9 
Blair Witch Episode3 11/00 $27.95 Light Bringer 02/00 $16.99 Overseer 03/98 $19.99 Star Trek SFA DVD 07/98 $42.9 
Broken Sword 10/97 $18.95 — Lion 12/95 $9.99 Patriot Games 02/99 $48.99 Star Trek SFA Mssn 04/98 $19.9 
Bugs Bunny & Taz:Tm Bstrs09/00 $39.95 Longest Journey 04/00 $39.95 Phntsmgria Stgefrght 04/99 $38.95 Star Trek: Vulcan Fury 01/00 $44.9 
Chicken Run 10/00 $34.95 Lotus Spring 02/00 $24.95 Pirates! Gold 02/95 $19.99 Starship Titanic DVD 08/99 $38.9 
Clive Barker's:Undying 09/00 $42.95 ‘DRACULA: THE RESURREC- Starship Titanic wGde 04/98 $39.9 
Curse of Monkey Isle 11/97 $19.99 TION’ Now married to Mina & liv- | 
Dark Earth 10/97 $8.95 ing in London, Jonathan thinks StarWarsMillenFicnPlyset 11/98 $39.9 
Dark Halt 01/00 $44.99 the Dracula nightmare is behind Tender Loving Care 06/99 $24.9 
Dark Side Moon w/Book 08/99 $39.95 them until one day he receives a & The Crystal Key 02/00 $18.9 
w Side of Moon a. a letter from Mina, who has gone to the ae 02/00 os 
scams — a eel se. Nee od Dies sean en 
Dive Conquest Silver Eye 01/00 $9.99 Bae oe Bleed. pits nes Traitor's Gate 05/00 $27.9 
Dracula:The Resurrection 05/00 $39.95 iat fact os el Bose Two Worlds 09/00 $39.9 
E Dr.S 06/00 $39.99 bar ure unde TUE Bina nerare e Under Kling M /Book 11/94 8.9 
sirens : it is too late. For you see, Dracula i ssl siepceieaibainea $8. 
Escape from Monkey Isle 10/00 $39.95 has returned... a Venice Under Glass 12/00 $28.9 
F13 01/00 $22.95 Dreamcatcher (Adventure) Wheel of Time 11/99 $28.9 
! : Release: NOW Wild Wild West 12/99 $18.9 
Gabriel Knight 3 11/99 $29.95 PC CD X-Files Adventure Game 06/98 $19.9 
Gabriel Knight CollEd 12/98 $24.95 XFile Adv Gme&Movie Bndl07/99 $32.9 
Grim Fandango 10/98 $28.95 Maabus 03/95 $9.95 Police Quest 5 SWAT 12/95 $12.95 Y2K The Game 01/00 $9.9 
Heart of Stone 09/00 $35.95 | Mechosoma 03/99 $44.99 Prince Persia Coll 11/95 $18.95 Zero Critical 05/99 $18.9 
Hitch-Hikers Gde Galxy 09/00 $39.95 Morpheus 10/98 $18.95 Prince of Persia 3D 09/99 $18.95 Zork: Grnd Inquisitor 10/97 $14.9 
Hologram Time Traveler 09/00 $39.95 Muppet Treasure Island 08/96 $35.99 Prince of Persia 04/91 $3.99  Zork:Nemesis 04/96 $9.9 
COMPUTER GAMES: SPORTS 
APBA Baseball 5 08/99 $42.99 CabelaSptsmns Chilng 06/99 $14.95 Hardball 6 2000 Ed 04/99 $12.95 NBA Live 2000 10/99 $36.¢ 
AVP Extreme Volleyball 03/00 $18.95 Cabela's Grand Slam 03/00 $18.99 Harley: Road to Sturgis 04/00 $18.95 NFL Blitz 2000 11/99 $24.9 
Aaron Vs. Ruth 07/97 $14.99 Cabela's Shotgun Sports 05/99 $19.99 High Heat Baseball 2001 03/00 $35.95 NHL Championship 2001 07/00 $42.5 
Actua Soccer 3 01/00 $39.99  Cbla's Bg Gm Hntr Pack 03/00 $14.95 JMcGrath Sprerss 2000 03/00 $39.95 NHL Hockey 2001 09/00 $39.5 
Afren Safari Trphy Hntr 03/99 $16.95 Championship Mgr 3 03/00 $39.95 Links Extreme 05/99 $24.99 OffclFrmla1Reng99 03/00 $22.¢ 
Alley 19 Bowling 02/00 $18.95 Deer Hunt Challenge 10/99 $16.95 Links LS 2000 10/99 $38.95 PBA Bowling 2 02/00 $19.¢ 
Backyard Baseball 10/99 $19.99 Deer Hunter 2 09/98 $18.95 Snowmobile Chmpshp 200012/99$18.S 
Backyard Football 10/99 $34.99 Deer Hunter 3 11/99 $17.95 Links LS 2001 09/00 $44.95 Sports Car GT 04/99 $14.5 
Backyard Soccer 10/99 $19.99 Deer Hunter 3 Gold 03/00 $19.95 Links LS 99 US Open Pnhrst07/99$18.95 7 Nugent Ext Huntng USA 10/99 $15.¢ 
Baseball Mogul 12/97 $17.95 Deer Hunter Companion 09/98 $9.99 M Stuart's Pro Bdy Brding12/99 $34.99 Tiger Woods PGA Tour Clln09/99 $28.¢ 
Expert Pool 03/00 $35.95 MS Baseball 2000 04/99 $18.95 Triple Play 2001 03/00 $38.s 
Big Game Hunter 03/98 $19.99 1 2000 03/00 $37.95 MS NFL Fever 2000 09/99 $19.95 Trophy Buck 12/98 $29.¢ 
Big Game Hunter 2 Add On06/99 $14.95 FIFA Soccer 2000 11/99 $32.95 Madden NFL 2000 09/99 $34.95 Trophy Buck 3D 10/99 $19.5 
Cabela Big Gme Hntr3 12/99 $14.95 Football Mogul 03/99 $18.95 Master BigGameHntr 06/00 $39.99  Virt Deep Sea Fishing 04/99 $18. 
Cabela Special Permit 11/98 $15.99 NBA Basketball 2001 08/00 $42.99 


MoInnn CuIpDe & BITce INS 


‘PANZER CAMPAIGNS: 
NORMANDY ’44’ is an oper- 
ational or grand-tactical sim- 
ulation of WWII combat, 
covering the D-Day invasion. 
55 starter & intermediate 
scenarios, & 250 turn cam- 
paign game. Solo play, 2 
person hot-seat, 2 person 
Play-By-E-Mail, & multiplay- 
er over LANs & Net 


Panzx Campaigns 


( } A Joho Tiller Game 


JOMING SOON! 


COMPUTER GAMES: WAR 


oe 


HPS (War) 


Title RELEASE PRICE TITLE RELEASE —_RICE Tite RELEASE PRICE TITLE "RELEASE RICE Release: NOW 
101st Airborne Normandy 10/98 $14.95 Great Battles Caesar 03/98 $14.95 Op Art Wr 2: Elite Ed 01/00 $38.95 Prelude to Waterloo 10/97 
12 O'Clock High 11/99 $27.95 Great Battls Alexndr 06/97 $14.95 OpArtWrEP2ClshEgls 01/00 $39.95 
Age of Sail 11/96 $14.95 Oper Art War Exp Pk1 02/99 $14.95 Road to Moscow 11/00 $37.95 ‘RISING SUN’ Features over 40 
Aide de Camp 2 01/98 $42.95 Great Bttles Hannibal 11/97 $14.95 Oper. aArt of War: Cen War04/00 $37.95 Russo-German War 41-4408/00 $39.95 | Scenarios covering actions in 
Allied General 12/95 $18.95 Great Civil War Bttls 06/00 $19.99 Oprtn: Blood & Guts 12/00 $35.99 Semper Fi 02/98 $8.95 Burma, New Guinea, the islands of 
Axis Allies Risk 02/00 $18.95 GrtNviBttls3,4Bnd 05/97 $12.95 Oprtnl Art Wr2 Mdn Wr 05/99 $39.95 — Shogun: Total War 05/00 $37.95 the Central and South Pacific, and 
Battle of Britain 03/99 $9.95 Guts Glory: Bttl Scly 06/00 $29.99 Over the Reich 11/96 $14.95 Sid Meier's Antietam 03/00 $29.95 the Aleutians. Hypothetical scenar- 
Battlegrnd Antietam 11/96 $18.95 ; ‘HARPOON 4’ With all the depth Sid Meier's Gettysbrg 10/97 $14.95 ios examine the invasion of the 
Battlegrnd Bull Run 05/97 $9.95 | and detail of it's predecessors plus} Smolensk to Moscow 04/99 $29.95 “aan Aste een oe 
Battlegrnd Gettysbrg 12/95 $9.95 ‘| gorgeous 3D graphics that bring Steel Panthers 2 11/96 $14.95 chenee ampaigns A three 
Battlegrnd Shiloh 07/96 $12.99 | |e tel eet ivmetetiet | Naval Tactical Combat to life: this | Stee! Panthers 3 11/97 $12.95 Fa ampaigns provide oppor 
Battlegrnd Waterloo 05/96 $18.95 80 combat simulation has it all.| Stee! Panthers 4 12/00 $42.95 unities to command and conserve 
Battleground: Coll 1 01/99 $18.95 Over 250 modern ships, sub-| Stee! PanthersCamp 08/96 $14.99 2 troops over extended periods. 
Battleground: Coll 2 01/99 $17.95 marines, aircraft & ground forma- | Stee! Pnthrs 2 Cmp 1 04/97 $14.95 Tal a (W 
Battlgrnd 9: Chickmgua 01/99 $17.95 tions from 14 countries, "super Storm in the West 04/98 $28.95 Releae abl 
ships" options and a Scenario} !'0es of War 11/98 $24.99 S aatag: | CD 
Civil War Generals 11/97 $18.95 Editor for unlimited gameplay are} Tigers on Prowl 2 12/96 $41.99 
Civil War Generals 3 12/00 $38.95 only a handful of the many fea-} U'ti WargColl. Vol 3 02/00 $29.95 ; : 
Close Combat 3 01/99 $19.95 ee in Larry Bond's ippat 4 | V Victory Bundle 11/95 $19.95 AGE alates iti a ‘Las 
Close Combat 4 11/99 $32.95 Mindscape (War) | V Victory Velk Lk' 02/95 $8.95 te et i ihe 
Close Combat Trilogy 09/99 $24.95 Release: 9/00} War Along the Mohawk 09/98 $14.95 rom the Vonstitution to the victory 
Close Combat V 09/00 $42.95 PC CD] War in Europe 01/99 $39.99 and over a thousand ships in 
Cmpgns Amer Civil War 10/00 $52.95 War in the East: Crimea 04/98 $24.95 between. Portraying real-time naval 
Code Name Eagle 03/00 $38.95 Harpoon 4 09/00 $42.95 Pacific Battles 06/00 $39.99 War inthe East: Izyum 04/98 $24.95 warfare with a 3-dimensional, real- 
Combat: Operation Vict 07/99 $17.95 Harpoon 97 11/96 $7.95 Pacific General 07/97 $28.95 War in the East: Leningrad04/98 $24.95 || Istic sailing and combat model, Age 
D-Day Amer Invades 09/95 $14.95 Horse and Musket 02/00 $42.95 Pacific General Budget 07/98 $8.99 War inthe East: Rostov 04/98 $24.95 of Sail Il accurately illustrates the 
Decisive Action 12/00 $39.99 Last Battles 45 06/00 $44.99 Pacific Tide 01/00 $45.99 War in the East:Kiev 04/98 $24.95 mighty Fighting Ships from 1775 to 
Defending the Reich 12/00 $42.95 Man of War 2 06/99 $28.95 Panthers in Shadows 09/95 $41.95 War Inc. 10/97 $7.95 1820. Battle the great navies of 11 
East Front 11/97 $8.95 Medieval 07/98 $32.99 Panz Cmmdr/PanzGen2 Bndl02/99$19.95 Wargame Coll. Vol.2 02/00 $29.95 | nations for supremacy on the high 
East Front 2 04/99 $24.95 Napoleon 1813 10/99 $28.95 Warhmmr 40K Universe 06/99 $32.95 seas! 
East Front Camp 03/98 $14.95 Napoleon in Russia 05/97 $17.95 Panzer Gen 3D Assault 10/99 $29.95 West Front 11/98 $34.95 Talonsoft (War) 
Europe in Flames 04/00 $38.95 North Vs. South 02/99 $39.99 Panzer General 2 10/97 $8.95 West Front BttlPck1 07/99 $14.95 Release: 11/00 
Fighting Steel 06/99 $28.95 Op Art War: Elite Ed 06/99 $17.95 Panzer General 2 w/Gde 05/99 $17.95 West Front: Elite Editn 10/99 $28.95 PC CD 
Final Liberatn WHm 40K 11/97 $12.95 OpArtWr2FishKsvo 11/99 $12.95 Point of Attack 2 09/00 $46.99 West Front: Sea Lion 11/99 ‘HERCULES 3D PROPHET 
COMPUTER GAMES: HARDWARE 11 GTS: 64MB’ is based on 
Controllers Guillemot FF Reg Wh! Apr-00 $119.95 MS SW FF Wheel USB Jun-00 $139.95 Sound Cards eS ery NVIDIA's GeForce2 GTS & 
H EXL 500 Racing Set Sep-98 $49.95  Guil FF Yoke W\Ped Jun-00 $169.95 MS SWndr FStl ProPad Nov-98 $65.95 Creative Ensoniq16 Jan-00 $27.95 offers per-pixel shading, 
H F-16 Combtstk USB Dec-99 $69.95 Guillemot Jet Ldr USB Feb-99 $34.95 | MS SWndr Prec Pro USBAug-98 $59.95 Diamond Monster MX300Jan-99 $59.95 2nd generation transform 
H FightSimYke USB LE Aug-99 $89.95  Guil Race Ldr FF Whl  Jun-00$129.95 — MS SideWinder StandardJun-99 $29.95 & lighting engines, & blaz- 
H Flight Sim Yoke Apr-99 $84.95 Interact V4 F Fdbk Whl Mar-00 $124.95 MS SideWndr Dual Strk Dec-99 $52.95 Fortissimo Sound Card Nov-99 $45.95 ging fast DDR RAM for 
HGamepad USB —Apr-99 $24.95 Intrct Hmmrhd FX Fro Pd Apr-00 $44.95 MS SideWndr GPad Pro Oct-99 $34.95 Sound Blaster Live Plat Jan-00 $179.95 unprecendented speed & 
H Gamestick 3D Jystck Oct-98 $39.95 Logitech Cordless TM WhiJun-00 $79.95 MS Trackball Explorer Jun-00 $64.95 Sound Bistr Lv X-Gamer Oct-99 $94.95 visual quality. The boards 
H Gamestick 3D USB Nov-98 $39.95 Logitech TM Mrbl Whl  Apr-00 $49.95 MS Trackball Optical © Jun-00 $44.95 Soundblaster MP3+ Jan-00 $89.95 Beem ide ws are available in 32MB and 
H Pro Pedals USB Jun-00 $99.95 Ltech WM Form Fre WhI Jan-99$139.95 Mad Catz Panther XL = Jan-98 $54.95 TBeach Montego 2 Qdzlla Jul-99 $99.95 —_ 64MB_ versions ~—and 
Ltech WM Gaming MouseMay-99 $32.95 — Pool Shark Apr-00 $29.95 Video Cards includes TV-Out. 
UIL FERRARI RACE W Jun-00 $49.95 Ltech WM Frmla Fre GP Jul-00 $129.95 3D Prophet 3DDR Jun-00 $299.95 | SO PROPHET Il Hercules (Hardware) 
UIL JET LEADER DIG Feb-00 $34.95 Ltech WingMan Attack Nov-99 $29.95 Saitek Cyborg 2000 Jstk Apr-99 $24.95  3Dfx Voodoo 3 3000 PCI Oct-99$134.95 | GTS:32MB" Release: NOW 
ame Commander Oct-99 $42.95 tech WingM Ext Dig 3D Nov-99 $34.95 Saitek Cyb 3D Dig Stck GldJun-00$49.95  3Dfx Voodoo3 3000 AGP Apr-99$139.95 | melease: NOW PC 
iravis Destr Tilt Jun-00 $29.95  Ltech WingMan Frc 3D Jun-00 $59.95 Saitek Cyborg 3D Pad Nov-98 $38.95 ; 
avis Dstryr PC Gm Pd Jun-00 $13.95 Ltech WingMan Free UstkOct-98 $84.95 Saitek Cybrg 3D Ustk USBDec-98 $49.95 3dfx V5.5500 PC| —-Jun-00 $289.95 ELSA GLADIAC 
avis Xterm Dual Jun-00 $49.95 tech WingMan GPad ExtJan-00 $39.95 Saitek GM2 Pad & MouseMar-00 $39.95 3dfx Voodoo 4 4500 AGPJun-00 $179.95 GEFORCE 2 64MB 
avs PC Gm Pd Pro USBMar-99 $19.95 Ltech WingMan Prec GmpdJul-00 $9.95 Saitek P2000 Tilt Pad  Jun-00 $44.95  3dfx Voodoo 4 4500 PCI Jun-00 $179.95 GRAPHICS ACCELERA- 


TOR’ Featuring the 


NVIDIA GeForce2 GTS, the 


irvs Xterm Dig Pad USB Jan-00 $39.95 
iuil Force Feed Back 


MS Cordless WhI Mouse Oct-99 $43.99 Saitek PC Dash Apr-98 $49.95  3dfx Voodoo 5 5000 AGPJun-00 $229.95 


Jun-00 $79.95 Saitek R100 Racing WhI Dec-99 $45.95 — 3dfx Voodoo 5 6000 AGPJun-00 $599.95 ( 

Saitek R4 Fro Fdbk WI Nov-98$159.95 ATI RAGE Fury MAXX Mar-00 $259.95 2nd generation of GeForce 
Saitek SP550 Stk & Pd Oct-99 $24.95 ATIRageFuryPro —-Mar-00 $148.95 graphics processors, ELSA 
Saitek ST110 Dynmc Stk Dec-99 $18.95 Creative 3D Annihilator Feb-00 $279.95 GLADIAC takes on the 
Saitek USB Hub Dec-99 $34.95 Creative 3D Bistr Anntr 2May-00 $299.95 muscle work that competi- 
Saitek X36 CS USB. —«Mar-00 $99.95 Civ 3D Bist RIVA TNT2 Sep-99 $189.95 tor cards leave to the CPU. 
Suncom SFS Throttle  Apr-98 $89.95 Diam $3$540 Savage Jan-00 $89.95 pane np pia: 
Suncom SFX Plus Pad Jan-99 $34.95 Dmd Viper Il 32MB Nov-99 $169.95 acs: 

TM Elite Ruddr Pedals Mar-98 $59.95 Elsa Gladiac GeForce2 Jun-00 $329.95 os lla both polygon & lighting 
TM Nscr Pro Dig Rg WhiDec-99 $62.95 Gllmt Maxi Gmr Xntr 32 Nov-99 $189.95 computations for smooth, 


PC 


perfectly lit scenes. 


TM Top Gun Platinum Apr-99 $19.95 
Thrus NASCAR Pro Dig 2Aug-00 $54.95 
Thrust Afterburner FFB Nov-00 $79.95 


Hercules 3D Proph 32 ~=Jul-00 $349.95 


‘CH PRO PEDALS USB’ are 
the first rudder pedals on the 
market to feature a for- 
ward/backward slide motion 
for flying and a pivot move- 
ment for racing games. For 
| flight sim games, Pro Pedals 


Matrox Mill G400 MAX Dec-99 $239.95 
Maxer Game 3D Prophet Dec-99 $239.95 
Voodoo5 5500 AGP Jun-00 $289.95 
Voodoo 3 2000 AGP Apr-99 $99.95 


COMPUTER GAMES: ARCADE 


Thrust NASCAR CH PED Feb-00 $42.95 
ea os Thrust Nascar Charger 2 Aug-00 $34.95 
‘3DFX VOODOO 3 5500 AGP’ features dual 3dfx VSA-100 chips for 


th! LMRRE: Sh 1% Se A, I ee ee 


more 3D horsepower. Working in parallel, they produce over 667 } Ata" Arcade Hits 09/99 $18.99 Pro Pinball Timeshock 12/97 $19.99 work as rudders and toe 
Megatexels/second to create extraordinary 3D worlds in vivid 32-bit | Buggin 03/00 $34.95 brakes and for racing 
| color. Real-Time Full-Scene HW Anti-Aliasing, the exclusive T-Buffer!" | 2u9s Bunny Lost Time 11/99 $28.95 Resident Evil 3 06/00 $34.99 games, they give you the 
| Digital Cinematic Effects engine, 64MB of graphics memory for top | Dragon's Lair DixPk —05/99_ $18.99 Rogue Squadron 12/98 $28.95 extra support and power to 
performance & support for 2D resolutions as high as 2048x1536. Expendable 05/00 $36.95 Sci-Fi Pinball 12/99 $14.95 | accelerate and brake. 

3Dfx (Hardware) Lode Runner 2 10/98 $26.99 — Sinistar: Unleashed 09/99 $24.95 | GH Products (Hardware) 

Release: NOW Pandora's Box 08/99 $18.95 South Park Rally 01/00 $32.95 | Release: NOW 

PC Pit Droids 11/99 $27.95 Space Invadrs/Astroids 03/00 $14.95 | PE 
Wetrix 02/99 $9.95 


©2000 CHIPS & BITS, INC. SPlus900Pg4 


“QUAKE III- ARENA’ 
Multiplayer only with 


SPlus900Pg5 


improved network play & Ye ul A K< kK; 
new graphics. Weapons 
include: Mace, 
Grenade/Rocket | 
{ 
beak Mee ncaee Pes i 
Machine/Plasma/Lightniny) =.» , | 
g Gun, & more. Many| ‘ sd 
| new levels & classes with ay | eee : e) rue 
support for dozens of ir f Uraer now and receive 
players at one time. Ay t 
1 gen 24 Week UF ree Catalog with 
‘| a UT Ince G BU) WATT 
ES 7 ‘pays 
L 
: . Nnovsanas of games! 
are Nee es UU 4 
ih Re . - 
Activision (Action) | | BOARD GAMES || CARD GAMES 
Release: NOW TITLE RELEASE PRICE TITLE RELEASE PRICE Title RELEASE PRICE Title RELEASE PRC 
6 Billion 04/00 $21.99 Eastern Front 2ndEd 12/94 $52.99 Battletech Starter 11/96 $7. 
—— Acquire 06/95 $29.99 Siege of Jerusalem 12/94 $29.99 Digimon Starter Deck 04/00 $9: 
EVERQUEST: THE RUINS OF | advanced Squad Leader 12/94 $48.99 Empire of Rising Sun 11/95 $44.99 Silverton 01/00 $39.99 Dragon Ball Z SD 06/00 $9. 
KUNARK’ features a new continent, Age of Renaissance 12/96 $49.99 Empires in Arms 12/94 $36.99 Stock MarketGame 12/94 $22.99 MLBShowdownSD 06/00 $8: 
called Kunark, located south of Air Baron 07/96 $29.99 Europa 1945-2030 05/99 $37.99  Stonewalls Last Battle 08/96 $27.99 
Faydwer, & includes 20+ new Airlines 1 or 2 ea. 08/98 $34.99 Europe at War 2nd Ed. 09/96 $44.99 MTG Booster Asstd. 06/98 $2. 
zones, including newbie zones & Ancient Empires 01/95 $29.99 Freight Train 07/98 $17.99  Sushi-Jalapeno War 01/99 $39.99 MTG Invasion SD 08/00 $9. 
zones filled with dragons; a huge Arnhem:3rd Bridge 03/99 $24.99 Great War at Sea 5 01/00 $36.99 Thunder's Edge 09/99 $39.99 MTG Nemesis SD 02/00 $9: 
array of new, visually stunning Axis & Allies 11/94 $49.99 Guild Wars 12/98 $34.99 Tile Chess 12/99 $12.99 MTG Prophecies SD 06/00 $9. 
| NPCs; a more detailed world; more Hannibal 03/96 $36.99 Tokyo Express 12/94 $29.99 Pokemon BP 2 03/00 $2.5 
animation of objects throughout the Battle Cry 05/00 $42.99 Here Come the Rebels 12/94 $26.99 —_Totaler Krieg! 01/00 $69.99 Pokemon SD 2 03/00 $8 
new continent; and a new playable Battle Mist 10/98 $42.99 Home Before Leaves Fall 05/99 $99.99 Victory 06/99 $38.99 Star Trek Starter 09/96 $7.5 
race, the Iksar. Battlefleet Gothic 12/99 $54.99 Knightmare Chess 2 06/98 $13.99 Vinci:Rise & Fall Civil © 11/99 $25.99 Star Wars Booster Asstd 12/99 $2. 
‘ : Battleground WW2 03/99 $28.99 War Galley 05/99 $49.99 Star Wars SD/ Star Wars 01/96 $6.! 
989 Studios (Roleplaying) Battles Anc. World 2 or 3 05/96 $31.99 Lost Cities 06/99 $17.99 War in Europe 10/99 $199.99 Tomb Raider SD 09/99 $8: 
ca” Battles of Alexander 11/94 $33.99 Mississippi Queen 11/98 $35.99 We the People 12/94 $36.99 
pattetsch Aroech 2 D400 $1689 Moropaly Ment Comics 1099 $2420 (EER 
; 2 attietecn Aero lecn : onopoly Marvel LomICcS ‘ REDEMPTION’ is based on the 
CIVILIZATION: CALL TO POWER Monsters Ravage America08/98 $34.99 = : 
I Build th id’ t ful popular tabletop role-playing 
uild the world’s most powerfu Big City 05/99 $34.99 Napoleon's Battles 12/94 $29.99 
6 300 ti game. Before your fall, you led a 
empire over a 6,00U year time span, Blackbeard 12/94 $31.99 Noble Armada 05/99 $49.99 | erusade against evil. Now you've 
imitive history to the future g y 
from primi y Brandywine 03/00 $32.99 Ogre & GEV 04/00 $12.99 C 
ical ficti Rawiit become one of the undead crea 
TEP e VE SCINCe NCNOR. Mew ite Car Wars Deluxe 07/96 $21.99 Othello 04/99 $21.99 i ioe 
; ae tures you battled. Face a series of 
history, govern cities, & expand Carnage 04/99 $58.99 . . A y P | Rf 
our empire with a realistic combat 7 | , brutal confrontations with your mis be ce 
y p Chariot Lords 04/00 $49.99 Paths of Glory WWI 10/99 $42.99 TAY 
system. New units, weapons, build- | nemesis, Vukodlak, a powerful § ” 
system. , Weapons, 2 Crimson Skies 01/99 $29.99 Pax Britannica 12/94 $21.99 ; “REDE prion 
ings & technology all help vou & vampire lord. Multiplayer features 
g gy Pp you Deluxe Pente 10/99 $17.99 Quests of Round Table 02/99 $19.99 |; : 
answer the call to power. Dino Hunt 05/00 $17.99 Risk 0396 $3799 (NeMMeee oe i Sear 
venddee . j & ; to play as the hunter or hunted. 
sere essames oye Sa foe aay Ss Ati (aeplaying 
Prager ragon Vice i amural owords : Release: NOW 
Activision (Strategy) Drive to the Baltic 01/00 $28.99 Scrabble Dix 08/97 $4999 |pE ED 
Be tee 9/00 Eagles Empire Asstd. ea. 11/95 $34.99  Sett Catan Seafarers 01/99 $31.99 
___HINTBOOKS | __PC:TRADITIONAL ROLEPLAYING 
STARSIEGE: TRIBES 2° takes Abomination 01/00 $17.99 3D Ultra Lionel Traintown 12/99 $19.95 AD&D 7th Sea Players Guide 07/99 $25.9 
team-based warfare to new heights. 
Waleanig fon tines 2 when tnd Alien Vs Predator 07/99 $16.99 Babyz 10/99 $28.99 Apocalypse Stone 03/00 $13.99 Aberrant 11/99 $20. 
SUneIOR ToRIWVOIK Hon ra Daikatana 03/00 $16.99 Bridge Delux 2 W95 02/98 $14.95  Asstd. Domain SB 01/96 $6.99  Alternity Player's HB 04/98 $27.9 
ti p il Th ng Die Hard Trilogy 2 02/00 $11.99 Bridge Trix 03/00 $39.95 Book of Priestcraft 11/97 $17.99 Ars Magica 4th Ed 08/95 $25.9 
aR GaN ate ye “s 3 ee Die by Sword OSS 09/99 $19.99 Catz 4 09/99 $24.95 Childrn Night Asstd. 05/99 $15.99 Brave New World 09/99 $25.¢ 
Mie areal UTE FSC ROOKNGd: INONE: Drakan 09/99 $17.99 Chessmaster 7000 09/99 $28.95 City of Delights 09/95 $17.99 Call of Cthulhu Sth Ed. 07/98 $26.9 
tions to team-based play & in-game Half Life Oppsing Fre. 12/99 $17.99 Clue: Murder Boddy Mnsn 10/98 $18.95 Cloak & Dagger 06/00 $23.99 
communications, massive multi- Half Life Team Fort2 09/00 $17.99 Coffee Break Games 03/99 $6.99 Die Vecna Die! 06/00 $21.99 Castle Falkenstein 06/95 $28.9 
player support (50+ players) & new Messiah OSS 11/99 $19.99 Cosmo Fashion Makeover 10/99 $17.99  Draconomicon 02/00 $16.99 Changeling 09/95 $26.5 
| ae . i ag ae 2 is the ss Quake 3 Arena 12/99 $17.99 Cosmo Fashn Mkeovr Dix 10/99 $34.95 DragonKings 02/95 $16.99 Conspiracy X 09/96 $24.9 
| eee eT Ease ACI GIES Rogue Spear 10/99 $17.99 Cosmo Virt Makeover 2 10/99 $25.95 Cyberpunk 2020 05/95 $18.9 
nee (Action) System Shock 2 09/99 $17.99 Cosmo Virt Mkeovr 2 Dix 10/99 $42.95  CompleteBooks Asstd. 06/95 $17.99 DCHeroes Universe 12/99 $24.6 
Release: 8/00 Tomb Raider 4 12/99 $12.99 Cosmo Vrt Mkovr wCamera09/99 $88.95 Diablo 2 05/00 $19.99 Deadlands Rulebook 10/97 $27.9 
PC CD ; Indy Jones Infrni Mchn = 12/99 $17.99 Cosmo Vrt Mkvr Stl Pk 1 02/00 $13.95 Dungeon Builders Guide 07/98 $13.99 Deadlands Hell on Earth 12/98 $26.9 
Pharaoh 12/99 $17.99 Cosmo Vrt Mkvr Styl Pk 2.02/00 $13.95 Encyclopedia Magica 1-4 04/95 $22.99 Dragon Ball Z 10/99 $18.9 
; ae ; aa Anachronox 02/00 $17.99 Cosmo Vrtl Mkeovr Coll 06/99 $38.95  Factol's Manifesto 09/95 $17.99 Dragonlance 5th Age 09/96 $21.9 
et shea abate eat Asheron's Call OSS 02/00 $17.99 Dogz4 10/99 $26.99 FR Interactive Atlas 10/99 $56.99 Dune 07/00 $29.9 
a a . a ean sa i Baldur's Gate 03/99 $17.99  E-M@il Games Battleship 02/00 $19.95 Greyhawk Players Guide 12/98 $11.99  Earthdawn 06/95 $17.9 
Span are ai a tat ee Crusaders Might Magic 01/00 $17.99  E-M@il Games Scrabble 02/00 $19.95 Guide Dragonlance World 02/95 $14.99 Fading Suns 02/97 $21.9 
Ebel Over pe Lopes Deus Ex 03/00 $17.99 HongKong Mahjong 12/96 $8.95 Lankhmar, City of Adv. 09/96 $9.99 GURPS Rulebook 02/95 $22.9 
Vegas. Making use of the Quake |! 
engine, the team at 3D realms Legends HeroKings 11/96 $17.99 
a f EverQuest OSG 04/99 $16.99 MTV Music Generator 04/00 $28.95 Planescape Mon Comp 2 09/96 $19.99 Hero Wars 05/00 $16.9 
promises not to disappoint with ; 
new weapons. new villains. and full EverQuest:Ruins Kunark 04/00 $17.99 Masque Blackjack 02/00 $18.95 Hunter 11/99 $25.9 
3Dix su on Multi ivi A Hone & Fallout 2 02/99 $19.99 Monopoly 2 10/99 $28.95 Priests Spell Comp 1-3 05/99 $21.99 In Nomine 03/97 $23.9 
bee TE AIGIL pel : Might & Magic 8 03/00 $17.99 Scrabble 2 09/99 $28.99 Reverse Dungeon 05/00 $15.99 Jovian Chronicles 04/98 $25.9 
PENS ELT epee Fs COUTTS ; Nox 03/00 $17.99 Shanghai 2nd Dynasty 12/99 $34.95 Servants of Darkness 04/99 $11.99 Kingdoms of Kalamar 04/00 $25.9 
) a _ Planescape Torment OSG 03/00 $17.99 Simpsons Virtual Spring 10/97 $18.95 — Silver Anniv. Coll. 08/99 $54.99 MERP 2 Softcover 10/95 $19.9 
GT Interactiv (Action) V- i NUKE Ultima 9: Ascension 12/99 $16.99  Solitair Antics Delu 02/00 $18.95  Slavers 04/00 $15.99 Macross 2 04/95 $11.9 
Release-10/00 e re e ze: y ER B-17 Flying Fortress 2 03/00 $17.99 Totally MAD 12/99 $49.95 TSR Jam 99 04/99 $11.99 Mage 2nd Ed. 02/95 $28.9 
PC CD : Delta Force 2 OSG 12/99 $17.99 Who Millionaire 2 05/00 $22.95 VanRMnsterHntr1-3 02/99 $21.99 Marvel Super Heroes 09/98 $21.9 
MechWarrior 3 Exp. Pak 02/00 $17.99 Who Wnts BeAMlinre? 12/99 $15.95 Wizard SpellComp 1-4 10/96 $22.99 Mechwarrior 07/95 $13.9 
r TES aay ; Mechwarrior 3 06/99 $16.99 & ; Nephilim 09/95 $18.9 
| HEAVY METAL: EAK.K.2 Age of Empires 2 11/99 $17.99 WEREWOLF: THE APOCALYPSE een Fantasy 03/98 $21.9 
Prepare yourself for the most ‘combines action-packed game- ; 
Alpha Centauri 02/99 $16.99 Pendragon 4th Ed. 05/95 $24.9 
intense 3D action game for the new play with all of the dark, atmos- : 
millenium. Heavy Metal FAK K2 Heroes MM3 Shadow Death03/00 $17.99 hari i tn, & \y Rifts 06/95 $21.9 
fees ts neat ead te Homeworld 10/99 $12.99 | PHGHe aa ae & nugely tae Robotech 04/95 $11.9 
will blow your mind with its immer vieesty 03/00 $17.99 | suecesstul series. Shadowrun 3rd Edition 10/98 $289 
| Sive story line and special FX. Take Master of Magic 03/95 $6.99 Modifications to the Unreal engine | 
SOE Oe Ol ree a egetaly Railroad Tycoon 2 1298 $19.99 | AOMORI SIIGEI ean Swords of Middle Kingdom06/99 $23.9 
hero of the multi-verse. Take her on make it a realistic interpretation of | 
as TOURReY Ge Uninc hie breudrs Roller Coaster Tycoon 12/99 $17.99 the W if The A ) Traveller 09/96 $22.9 
aise re Seah Sete sie i ! SimCity 3000 01/99 $16.99 fe erewoll: Ihe Apocalypse Tribe 8 10/98 $25.9 
Star Trek Armada OSG 05/00 $17.95 | MMIWEFSE. Trinity 03/98 $26.9 
the most unsuspecting corners of a ; = ' 
world you have to see to believe Starcraft 05/98 $14.99 American Softworks Twilight Imperium 02/00 $17.9 
GOD (Action) Starr Senaro Ed 01/99 $1699 Tarai Unknown Armies 09/99 $21.9 
Rel , Starcraft: Brood Wars 01/99 $16.99 oleplaying Vampire 3rd Edition 10/98 $27.9 
Release: 10/00 Release: 11/00 a 09/05 $249 
PC CD PC CD i Ww : 
Warcraft 2 Battle.net 10/99 $12.99 Wraith 02/95 $24.9 
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NEW 
PRICES; 


Low 


SONY PLAYSTATION - DREAMCAST 


TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE 
)07 Racing 11/00 $39.95 Jeopardy 2 09/00 $29.95 Power Spike Volleyball 10/00 $39.95 
‘TV Quad Power Racing 08/00 $39.95 Knockout Kings 2001 10/00 $39.95 Ray Crisis 09/00 $44.95 
\rc the Lad Collection 10/00 $76.95 Koudelka 06/00 $39.95 
army Men Air Attack 2 09/00 $39.95 LEGO Stunt Rally 09/00 $34.95 Rockem Sockem Arena 11/00 $39.95 
3ass Landing 2 09/00 $34.95 Legacy Kain Soul Rvr2 09/00 $42.95 SaGa Frontier 2 02/00 $39.95 
attleship 2 10/00 $24.95 : ‘THREADS OF FATE’ Choose 
sreakout 08/00 $24.95 x 2 storylines as you solve puz- 

pare zles, cast powerful magic 
lust A Groove 2 08/00 $29.95 | iis spells & use a real-time battle 
aesars Palace 2000 06/00 $39.95 | JA? system to refine your skill & 
hrono Cross 08/00 $39.95 | Teed timing. Join Rue on a serious 
Olin McRae Rally 2 08/00 $42.95 oe) adventure or Mint on a light- 
,00| Boarders 2001 11/00 $39.95 uy hearted quest. Shape-shifting 
sountdown Vampires 07/00 $39.95 ~~ 5»! & magical powers add up to 
rash Bash 11/00 $39.95 mw B an innovative RPG. 
crusaders Might Magic 03/00 $36.95 | Wail ‘ Squaresoft 
Jestrctn Derby 3 Raw 09/00 $32.95 coewpi (Roleplaying) 
Nie Hard Trilogy 2 ozio0 $34.95 | I Release: 7/00 
Jigimon World 06/00 $39.95 #she PSX 
Jino Crisis 2 10/00 $44.95 
Jinosaur 08/00 $39.95 Legend of Dragoon 06/00 $39.95 Spiderman 08/00 $39.95 
disney World Racing 03/00 $39.95 Legend of Mana 06/00 $39.95 Spyro Year of Dragon 11/00 $39.95 
Jonald Duck 10/00 $39.95 Star Wars Demolition 09/00 $42.95 
)river 2 11/00 $42.95 Madden FB 2001 08/00 $39.95 Suikoden 2 09/99 $39.95 
Jucati Motor Racing 08/00 $39.95 March Madness 2001 11/00 $39.95 Sydney 2K Olympics 08/00 $39.95 
Juke Nukem Planet Babes06/00 $39.95 McGrath Vs. Pastrana 09/00 $39.95 Tenchu 2 08/00 $39.95 
Jukes of Hazzard 2 11/00 $39.95 The Mummy 10/00 $39.95 
June 2000 11/99 $31.95  MediEvil 2 05/00 $39.95 Threads of Fate 07/00 $39.95 
“CW Anarchy Rulez 08/00 $38.95 Ms. PacMan Maze Madness10/00 $39.95 Titan A.E. 09/00 $39.95 
-SPN MLS Goal Night 08/00 $39.95 Muppet RaceMania 10/00 $39.95 
-mperors New Groove 11/00 $42.95 NASCAR 2001 09/00 $39.95 Tony Hawks Pro Skatr2 09/00 $39.95 
-vil Dead Hail King 10/00 $38.95 NASCAR Racers 09/00 $29.95 Torneko The Last Hope 09/00 $44.95 
NBA Live 2001 10/00 $39.95 Ultimate Fight Champ 10/00 $42.95 
-ear Effect RetroHelix 10/00 $39.95 NCAA FB 2001 07/00 $39.95 Valkyrie Profile 08/00 $44.95 
“inal Fantasy 9 11/00 $49.95 NCAA Gamebreaker 2001 08/00 $39.95 Vanguard Bandits 06/00 $39.95 
“inal Fantasy VIII 09/99 $39.95 NFL Blitz 2001 09/00 $39.95 WWF Smackdown 2 10/00 $42.95 
-rogger 2 09/00 $29.95 NFL Game Day 2001 08/00 $39.95 Wacky Races 10/00 $39.95 
STA 2.5 Miami 10/00 $42.95 NHL Face Off 2001 08/00 $39.95 
jalaga 08/00 $24.95 PGA European Tour Golf 07/00 $39.95 Wheel of Fortune 2 09/00 $29.95 
30lden Tee Golf 07/00 $29.95 PSX Dual Shock Asstd Cirs11/98 $28.95 Who Wants Be Millionaire 06/00 $39.95 
3ran Turismo 2 12/99 $34.95 PSX Memory Card 09/95 $14.95 World Destrctn Lg Tanks 09/00 $39.95 
4BO Boxing 10/00 $39.95 World is Not Enough 11/00 $39.95 
4ogs of War 07/00 $29.95 Panzer General Assault 09/00 $39.95 X Men 3D Mutant Academy07/00 $39.95 
n Cold Blood 09/00 $39.95 Parasite Eve 2 09/00 $39.95 You Don't Know Jack2 10/00 $29.95 
NINTENDO 64 
Aidyn Chronicles 07/00 $59.95 Hey You Pikachu 11/00 $82.95 Mia Hamm Soccer 09/00 $49.95 
Army Men Air Combat 07/00 $39.95 Hydro Thunder 03/00 $49.95 Mickeys Speedway USA 12/00 $59.95 
Sarmageddon 64 07/00 $49.95 Indy Racing League 2K 06/00 $39.95 N64 Controller Asstd.Cirs 10/96 $26.95 
Castlevania Spec. Ed. 12/99 $49.95 Jet Force Gemini 10/99 $45.95 
Ken Griffey Jr BB 2 05/99 $49.95 N64 Transfer Pak 03/00 $19.95 
Die Hard 64 10/00 $59.95 Kirby 64 Crystal Shards 06/00 $49.95 NBA Showtime 2000 11/00 $49.95 
Donkey Kong 64 12/99 $54.95 NFL Blitz 2001 09/00 $54.95 
Eternal Darkness 10/00 $52.95 LooneyTunes SpaceRace 08/00 $49.95 NFL QB Club 2001 08/00 $52.95 
™ ‘X-MEN: MUTANT ACADEMY’ Fight] New Adventures Batman 09/00 $56.95 
as 1 of 10 X-Men, each with their 
Own mutant powers & abilities.} Paper Mario Story 12/00 $49.95 
™ Hone your powers in training mode} Perfect Dark 05/00 $54.95 
& then move up the ranks in Versus} Pokemon Attack 10/00 $59.95 
& Arcade. 3D fighting arenas, aerial} Pokemon Puzzle League 09/00 $49.95 
"= combat, finishing moves & realistic} Ready 2 Rumble Boxng 2 11/00 $52.95 
‘ costumes give you the total X-Men} Resident Evil Zero 08/00 $52.95 
experience. Scooby Doo 10/00 $52.95 
Activision (Fighting) } Spiderman 11/00 $52.95 
Release: 7/00} Star Wars Battle Naboo 10/00 $56.95 
PSX Starcraft 06/00 $44.95 
Super Bowling 08/00 $49.95 
Gameboy Sydney 2K Olympics 08/00 $52.95 
Tony Hawks Pro Skater 03/00 $44.95 
ExciteBike 05/00 $44.95 Madden FB 2001 09/00 $49.95 
F1 Championship 09/00 $39.95 Major League Soccer 99 07/00 $49.95 WCW 2001 11/00 $49.95 
Fighters Destiny 2 06/00 $42.95 Mario Golf 64 08/99 $44.95 WWE No Mercy 11/00 $52.95 
Gauntlet Legends 09/99 $49.95 Mario Party 2 02/00 $49.95 World League Soccer 2K 10/00 $54.95 
golden Eye 007 09/97 $38.95 World is Not Enough 11/00 $49.95 


| 


TITLE RELEASE PRICE 
Aero Wings 2 Airstrike 08/00 $46.95 
Baldur's Gate 08/00 $52.95 
Bang! Gunship Elite 09/00 $46.95 
Castlevania Resurrectn 09/00 $46.95 
Draconus 06/00 $46.95 
Dragon Riders 10/00 $44.95 
Dreamcast Controller 09/99 $29.95 
Dreamcast VMU 09/99 $29.95 
ESPN NBA Tonight 10/00 $46.95 
Ecco the Dolphin 08/00 $44.95 
Evil Dead Hail King 10/00 $44.95 
Gun Bird 2 10/00 $44.95 
Jet Grind Radio 10/00 $46.95 
Kengo Master Bushido 08/00 $46.95 
Legacy Kain Soul Rvr 2 08/00 $48.95 
Legend of Blade Masters 09/00 $39.95 
Marvel Vs. Capcom 2 06/00 $42.95 
Ms. Pac Man Maze Madness10/00$34.95 
NFL Blitz 2001 09/00 $44.95 
Power Stone 2 08/00 $44.95 
Pro Surfer 11/00 $34.95 
Quake 3 Arena Online 09/00 $49.95 
Samba de Amigo 09/00 $49.95 
Sea Man Forbidden Pet 08/00 $59.95 
Sega Sports NBA 2K1 10/00 $49.95 
Sonic Shuffle 11/00 $46.95 
Tech Romancer 06/00 $42.95 
The Ring:Terrors Realm 08/00 $39.95 
Tokyo Extreme Racer 2 08/00 $46.95 
WWF Royal Rumble 08/00 $44.95 
PLAYSTATION 2 
Armada 2 Exodus 11/00 $48.95 
CART Fury 11/00 $48.95 
Dinosaur 10/00 $48.95 
ESPN NBA Tonight 11/00 $48.95 
Eternal Ring 11/00 $48.95 
FIFA Soccer 2001 11/00 $48.95 
Gradius 3 & 4 10/00 $48.95 
Kessen 11/00 $48.95 
Legion Legend Excalibur 12/00 $48.95 
Madden FB 2001 10/00 $48.95 
NCAA Final Four 2001 11/00 $48.95 
NFL Game Day 2001 10/00 $48.95 
PSX 2 Dual Shock 2 10/00 $33.95 
PSX 2 Memory Card 8M 10/00 $34.95 
Ridge Racer 5 10/00 $48.95 
Snowboard SuperX 10/00 $48.95 
Tekken Tag Team 10/00 $48.95 
| GAMEBOY | 
3D Ultra Pinball 11/00 $28.99 
Cruisin’ Exotica 10/00 $28.99 
Crystalis 06/00 $28.99 
Donkey Kong Country 2 11/00 $28.99 
Dragon Warrior 1 & 2 08/00 $28.99 
FIFA Soccer 2001 11/00 $28.99 
Light Magnifier Asstd.Cirs 01/00 $7.99 
Link Cable Asstd. Colors 06/99 $7.99 
Madden FB 2001 10/00 $28.99 
NASCAR Racers 09/00 $28.99 
NBA Jam 2001 10/00 $28.99 
Scooby Doo 08/00 $28.99 
The Grinch 10/00 $28.99 
Warlocked 07/00 $28.99 


Visa, MC & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Price, release, availability, shipping times & offer not guaranteed & are 
subject to change at any time. Hardware may require added S&H. Within 10 days defectives repaired or replaced at our discretion. After 10 days the manufacturer's warrantee 


applies. All sales final. S&H calculated on a per order, per shipment, and per item basis. The 
per order’ charge is charged once per order placed, the "per item" charge is charged once 
‘or each item ordered and the “per shipment’ charge is charged once for each shipment we 
nake to you. For each US order $10.00 will be allocated to a 12 issue subscription to 


somputer Games Strategy Plus. Call for details. 


Standard 

U.S. Mail 
Per Order $1.00 
Per Shipment $1.25 
Per Item $0.75 


Priori 
U.S. tet 
2- 
$2.00 
$1.00 


$1.00 


Kd 


Days 


Express Express oe To 


Mail To 


anada The World 
2 Day 1 Day 4-7 Days 7-14 Days 
$2.00 $2.00 $2.00 $2.00 
$5.00 $13.00 $2.00 $2.00 
$1.00 $2.00 $2.00 


$6.00 
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‘MARIO TENNIS’ Join Mario, Bowser, Boo & over a dozen other char- 
acters as they take to the courts for friendly games of tennis. Each char- 
acter uses different attributes to defeat their opponents. Modes of play 
include exhibition & tournament. Up to 4 can battle simultaneously. 
Nintendo begat 
Release: 8/0 
N64 


‘SEAMAN’ is a sea creature 
that amuses & entertains 
for hours on end. Unique Al 
and voice recognition tech- 
nology is programmed with 
over 5000 vocal responses 


that allows Seaman to 
remember and respond 
correctly. Raise Seaman 
from an egg through adult- 
hood & learn his moods 
and needs. 
Sega (Adventure) 
Release: 8/00 
Dreamcast 


Sega Dreamcast. 


‘EVIL DEAD: HAIL TO THE KING’ 
Based on the cult classic film. Use 
an axe, chainsaws & other nasty 
weapons to do your dirty work. 
Your hero Ash moves & attacks 
with left & right handed weapons 
simultaneously, as he fights over 
20 undead enemies. Move through 
familiar environments such as the 
cabin, cellar & bridge. 
THQ (Adventure) 
Release: 10/00 


PSX 


Dreamcast 


—] ‘PLAYSTATION 2 SYS- 
TEM’ 128 bit system is 
backwards compatible 
with PS1__ software. 
Features 2 controller 
ports, 2 memory card 
slots, 2 USB connectors, 
an i.Link & supports 
DVD Video, audio CD & 
Dolby. Comes with Dual 
Shock controller, multi 

cable and power cord. 
Sony (Hardware) 
Release: 10/00 
PSX2 


‘POKEMON GOLD’ ‘Red, 
|Blue, Yellow and now 
| GOLD!!! This cart contains 
| over 250 Pokemon includ- 
“4 ing the original 150. Each 
1 Pokemon leads to more 
variation so collect the crit- 
ters and then fight it out 
with others. 
Nintendo (Adventure) 
Release: 10/00 
Gameboy 
| ‘POKEMON SILVER’ 
Release: 10/00 


‘OGRE BATTLE 64: PER- 
SON OF LORDLY CAL- 
IBER' Develop warriors, 
‘| master magic spells, & 
balance unit strengths. 
Three scenarios in huge 
| 3D worlds encompass 35 
battles & missions. New 
Classes of allies, enemies 
& monsters. Equip your 
armies, set up battle for- 
mations & build skill levels 
of your army. Save your 
world from the evil Lodis 
Empire. 


ie 
Atlus (Roleplaying) 
Release: 8/00 

N64 
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Long letter of the month 

| write this letter as someone who 
still follows the industry but who 
no longer plays many games at 
all. |’m not one of those people 
who bags on action or real-time 
strategy games—| thought Ha/f- 
Life and the Myths were great 
games. But | think we have to real- 
ize that these games are compara- 
ble to action-adventure movies— 
lots of fun but of little substance. 

The problem with computer 
games in comparison to movies is 
that, with computer games, it’s all 
action-adventure: nothing but 
cheap thrills. | have to admit, hav- 
ing played a decent number of 
games, that they truly are nothing 
more than a diversion and, in the 
end, kind of a waste of time. 
There’s nothing to really substanti- 
ate the industry as an art form. 
There are no symbols or themes, 
and even rudimentary things like 
suspense and situational emotion, 
are lacking from almost all com- 
puter games. It is this lack of 
artistry that relegates computer 
games to being nerdy, and the 
industry has done nothing to 
respond to this. In fact, things are 
probably worse now than they used 
to be. Even story and strategy are 
withering and we’re being left with 
click fests designed for multiplayer 
junkies. These gamers may be the 
ones who contribute the most 
money right now but, by catering 
to them, the gaming industry is 
denying itself a rather large per- 
centage of the population. 

Think of movies again as to 
where the computer gaming 
industry should go. Sure, we all 
have our favorite junkie movie, 
but we wouldn't call that the best 
movie out there. I’m not saying 
computer games should all make 
the jump to the level of depth of a 
Stanley Kubrick or Coen brothers 
film, but someone should at least 
start heading in that direction. 

Personality would be a start. Most 
games are cold and disengaging. 
They re just something to do. | liked 
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Can we really go back to graphics like this? 


Mad as hell over pixels 


All right, I’ve had it up to here (mental image of me waving my hand 
in front of my eyes while looking angered) with people who whine if 
they see a single pixel in a game. People, videogames are an interac- 
tive form of entertainment that are played for the sake of resolving 

conflicts. If you want entertainment based solely on appearance and 
not plot, go watch The Mummy again [Or to be more current, Gone in 


60 Seconds. —ed]. 


Given the choice, I’d rather play the original WarCraft or Space Quest 
V than half of the pretty-looking crap on the market today. These peo- 
ple who buy a game just because it gives their 3D card a coronary 
aren’t gamers, they’re techies, which is a totally different thing. With 
me, | buy a game for play value, not pretty lights. If a game has both 
(Wheel of Time), well then | am a happy gamer. 
Thank you for allowing me to rant and rave. The little alien dwelling in 
my head has ceased jackhammering my cerebellum for the time being. 


Jagged Alliance because it has some 
personality. For me, | used to end up 
playing most games waiting for the 
next bit of variety to come along. | 
was more curious than involved, 
interested, or content. Afterwards, | 
just felt like I'd wasted time. 

There are those who say that 
computer games can't handle that 
level of depth to which | say, fine, 
don't complain when | tell you 
you're wasting your life playing 
StarCraft online. Why not at least 
try? Then there are those who 
would say that there isn’t a big 
audience for such intelligent 
games. My response is that there 
isn't a giant audience for a lot of 
the deepest films but they still get 
made because money doesn’t pay 
for genius. There are still people 
who pay to see the smartest movies 


Rydell Mooner 


and they are pretty loyal to those 
films. You only discover those peo- 
ple by appealing to them. 

Perhaps we can look at some of 
the genres. While action games will 
probably always be the cheap- 
thrills/moneymaker it is in the 
movie industry, there are movies 
like Terminator 2, Face/Off or The 
Matrix that have a little something 
to say or some impressive artistry. 
The same could be done in an 
action game. Or take a brilliant 
pseudo-action movie like Fight 
Club. Imagine combining the great 
writing in that movie with the 
interesting gameplay, culminating 
in a rather shocking ending with a 
deep comment both on modern 
society and on the nature of self- 
destruction vs. societal destruction. 

Adventure games would seem to 
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be the best candidate; unfortunate- 
ly, most games in the genre seem 
intent on putting in lame numero- 
logical puzzles or, at best, just 


| telling an average story. And the 


out-of-place puzzles have either got 
to make a lot of contextual sense or 
they have got to hit the road. 

This strategy game genre seems 
less applicable to the real world, 
but | must say that | have liked a 
lot that this genre has produced, 
especially the Myth series. I’m 
especially encouraged by the 
upcoming Shogun: Total War. 

Right now, wargames are 
extremely detailed strategy 
games. Perhaps someone could 
make a war movie type war game, 
something that investigates the 
huge body of unique moral situa- 
tions that deal with war. More of a 
soldier's perspective perhaps or 
being a commanding officer who 
has to obey poor orders or do a 
duty. Has anyone in the industry 
seen Zulu? Full Metal Jacket? Some 
of this stuff can easily be put ina 
computer game. 

There are so many possibilities 
in the role-playing category. First 
of all, random combat and the 
dungeon fight/sleep/fight/sleep 
systems have to go. Make combat 
more unique and less frequent. 
Force me to make moral choices. 
Have the game world react to me. 
Make the places unique from each 
other. Make the people and mon- 
sters unique from each other. 
There is so much that can be done, 
even within the limits of the 
Tolkienesque world. 

Here’s hoping that ideas like 
these come into being. Like | said, 
I'm always reading about the 
industry in hopes that it can bring 
itself around to the level of an art 
form, looking for possible gems or 
at least some spark of originality. 

Justin Kahrl 


Perhaps a wee-bit on the 
pompous side, but still worthy of 
discussion. Talk amongst your- 
selves.... —ed 


www.godgames.com 
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www.talonsoft.com 
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Movie Studio Solution, you'll be 
itracks, sele 
Dell’s Movie Studio 


# Intel” Pentium® Ill Processor at 667MHz 

64MB SDRAM 

10GB° Ultra ATA Hard Drive 
# 17" (16" vis, .28dp) E770 Monitor 
Intel” 3D" AGP Graphics 
8x/4x/32x CD-RW Drive 
SoundBlaster 64V PCI LC Sound Card backed by Dell's ~ ae yg technical 
harman/kardon Speakers : 
3Com* V.90 56K Capable’ PCI Telephony Modem 
IEEE 1394 PCI Card with MGI VideoWave’ III Video 
Editing SW, Dell” Edition 
MS* Works Suite 2000 # MS* Windows’ 98, SE 
Contact us about MS* Windows” Me 
3-Yr Limited Warranty’ # 1-Yr At-Home Service’ 
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Canon* ZR10 Digital Video Camcorder, add $899 


Explore a vast realtime 30 universe Research, develop and control The first RTS game to use both resource 
that’s filled with hazards and secrets. amazing new technology and vehicles. and personnel management systems. 


/ GE St RATING PENDING 
i iil “a —— ma . t - Visit www.esrb.org 
pe ntium® LP a Seamer’! or cal 1-800-771-3772 
_ , ay 2: ti or more info. 
com Comeans BY GAMERS. FOR GAMERS.” mplay oe aes 


STAR TREK® New Worlds™ Software©2000 Interplay Entertainment Corp. All Rights Reserved. TM, ® & © 2000 Paramount Pictures. All Rights Reserved. Star Trek, New Worlds and related marks are trademarks of Paramount Pictures. All Rights Reserved 
interplay, the Interplay logo, "By Gamers. For Gamers.", 14° East and the 14° East logo are trademarks of Interplay Entertainment Corp. All Rights Reserved. Exclusively licensed and distributed by Interplay Entertainment Corp. All Rights Reserved. 


CUSTOMIZE. 


[the system. the price. both.] 


From the parts to the price, you can customize a system to be as individual as you are. 
That's what Dell4me™ is all about. Helping you get the most out of your PC. Or should 
we say your customized PC. Learn more at www.dell4me.com 


INTEL® PENTIUM® II] PROCESSORS. Looking for pure processing power on your 
system? Now you can get up to 1GHz of processing speed on Dimension™ desktops 
or up to 750MHz on Inspiron™ notebooks. Set your own speed. 


HARD DRIVES. New 45GB’ and 75GB? hard drives available on 
Dimension XPS B and 4100 Series desktops and 30GB’ hard drives 
On Inspiron notebooks. All with enough capacity to store loads 

of digital videos, still images, and MP3 files. 


AWARD-WINNING SERVICE. You've tailored your entire system 
from top to bottom. So why not do the same with your service? 
1-Yr Next-Business-Day At-Home Service’ is included, as always. 
But now you can choose Premier 3-Yr At-Home Service* 

on Dimension desktops for just $99. 


SURFING THE WEB. Want a system that makes it easy 
to surf the Web? We'll hook you up with Dellnet™ 
Internet Access, including 20MB of online backup” 

for only $99 a year prepaid’? Build a machine that 
surfs the way you want it to. 
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Design and Affordability 


# Intel® Celeron™ Processor at 500MHz | 
# 12.1" SVGA TFT Active Matrix Display | 


Mobile Desktop 


# Intel® Pentium® IIl Processor at 650MHz 
Featuring Intel® SpoeedStep™ Technology™ 


Performance and Mobility 


# Intel® Pentium® III Processor at 650MHz 
Featuring Intel® SpeedStep™ Technology™ 


DELL” UPGRADES: 


[DELL" INSPIRON” m0 


=# 32MB 100MHz SDRAM 

= 4.8GB’ Ultra ATA Hard Drive 

m™ Modular 24X Max CD-ROM 

= 2X AGP 8MB ATI RAGE Mobility’’-M1 3D® Video 

m@ 53WHr Lithium lon Battery with 
ExpressCharge™ Technology 

= Internal PC! V.90 56K Capable®° FaxModem 

# MS° Works Suite 2000 # MS* Windows® 98, SE 
Contact us about MS* Windows® Me 

= 1-Yr Limited Warranty’ 

m 1-Yr Next-Business-Day On-site Service’ 


j 449 E-VALUE CODE 
89086-800814a 


As low as $40/Mo., for 48 Mos. 


# 15" Super XGA+ TFT Display 

=# 64MB 100MHz SDRAM 

= 6GB? Ultra ATA Hard Drive 

= Modular 24X Max CD-ROM 

= 2X AGP 8MB ATI RAGE Mobility”-P 3D° Video 

# 52WHr Lithium lon Battery 

® Internal V.90 56K Capable® FaxModem 

# MS* Works Suite 2000 # MS°® Windows’ 98, SE 
Contact us about MS® Windows® Me 

= 3-Yr Limited Warranty’ 

m 3-Yr Next-Business-Day On-site Service’ 


2299 O isso 
89086-800822h 


As low as $63/Mo., for 48 Mos. ' 
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m 15.4" Super XGA TFT Display 

= 96MB 100MHz SDRAM 

= 10GB’ Ultra ATA Hard Drive 

= Removable Combo 32X Max CD-ROM 
and Floppy Drive 

= 2X AGP 8MB ATI RAGE Mobility”’-P 3D*° Video 

= 79WHr Lithium lon Battery 

# Internal V.90 56K Capable’ FaxModem 

# MS*° Works Suite 2000 = MS* Windows® 98, SE 
Contact us about MS® Windows® Me 

m 3-Yr Limited Warranty’ 

m 3-Yr Next-Business-Day On-site Service® 


E-VALUE CODE 
89086-800827 


As low as $76/Mo., for 48 Mos.’ 
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DELL” DESKTOPS: 


DELL” DIMENSION" [Series 


Affordable Desktop Solution 


® Intel” Celeron™ Processor at 566MHz 

= 64MB SDRAM # 7.5GB° Ultra ATA Hard Drive 

# 15" (13.8" vis) E550 Monitor 

# Intel® 3D° AGP Graphics 

= 48X Max CD-ROM Drive 

# SoundBlaster 64V PCI LC Sound Card 

= PC Speakers 

= V.90 56K Capable® PCI DataFax Modem 
for Windows® 

# MS* Works Suite 2000 # MS® Windows’ 98, SE 
Contact us about MS° Windows® Me 

= 3-Yr Limited Warranty? ™ 1-Yr At-Home Service* 


799 Se) E-VALUE CODE 
89086-500807 


As low as $22/Mo., for 48 Mos. ' 


DELL” DIMENSION™ 4100 Series 


Advanced Performance, Smart Value 


# Intel® Pentium® Ill Processor at 800MHz 

= 128MB SDRAM at 133MHz 

® 10GB’ Ultra ATA Hard Drive 

# 17" (16.0" vis, .28dp) E770 Monitor 

# 32MB NVIDIA TNT2 M64 4X AGP Graphics 

= 48X Max CD-ROM Drive 

= SB Live! Value Digital 

# harman/kardon Speakers 

= V.90 56K Capable® PCI Telephony Modem 
for Windows° 

= MS* Works Suite 2000 # MS° Windows® 98, SE 
Contact us about MS*® Windows’ Me 

= 3-Yr Limited Warranty’ ™ 1-Yr At-Home Service’ 


$ i 499 E-VALUE CODE 


89086-500814s 
As low as $41/Mo., for 48 Mos. ' 


Printers: 
m= HP® DeskJet® 952C — $249 after 
$50 HP® Mail-In Rebate (Reg. $299)* 
m™ HP® DeskJet” 932C, add $199 
=™ Epson® Stylus Color 740, add $99 


Scanners: 

® HP® ScanJet® 4200, add $149 

™ Epson’ Perfection” 610, add $129 
# UMAX* 2100U, add $89 


Power Protection: 
=™ Pro 8T2 SurgeArrest, add $39 
= APC SurgeArrest Per 7, add $17.95 


Software: 

= Ultimate Action Game 5-pack 
(Dimension™ only)'®, add $99 

= Home Reference 4-pack'’, add $79 


contact us today 
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DELL" DIMENSION” | Series 


Affordable Desktop Solution 


# Intel® Pentium® Ill Processor at 667 MHz 

= 64MB SDRAM #® 7.5GB? Ultra ATA Hard Drive 

@ 15" (13.8" vis) E550 Monitor 

# Intel® 3D° AGP Graphics 

# 48X Max CD-ROM Drive 

® SoundBlaster 64V PCI LC Sound Card 

= PC Speakers 

= V.90 56K Capable® PCI DataFax Modem 
for Windows® 

# MS* Works Suite 2000 # MS*® Windows® 98, SE 
Contact us about MS* Windows® Me 

# 3-Yr Limited Warranty’ # 1-Yr At-Home Service’ 


99 OQ E-VALUE CODE 
89086-500808 


As low as $25/Mo., for 48 Mos." 


DELL” DIMENSION™ xpsB Series 


Cutting Edge Technology 


# Intel® Pentium® Ill Processor at 933MHz 

# 128MB RDRAM &® 30GB? Ultra ATA Hard Drive 

#19" (17.9" vis, .24 - .25AG) P991 FD 
Trinitron® Monitor 

# NEW 32MB DDR NVIDIA GeForce2 GTS 
4X AGP Graphics 

# 12X Max DVD-ROM Drive 

® SB Live! Value Digital 

® Altec Lansing” ACS-340™ Speakers with 
Subwoofer 

# V.90 56K Capable® PCI Telephony Modem 

# (MS* Works Suite 2000 # MS® Windows® 98, SE 
Contact us about MS* Windows” Me 

# 3-Yr Limited Warranty’ # 1-Yr At-Home Service‘ 


2 99 Oo E-VALUE CODE 
89086-500825s 


As low as $71/Mo., for 48 Mos. 


Internet Service: 
# 1-Yr Dellnet™ Internet Access” with 20MB 
of Online Backup”, add $99 


Service Upgrades: 

® Dell” Dimension™ Premier 3-Yr At-Home 
Service’ add $99 

® Dell” Inspiron™” 3800 Notebook 3-Yr Next- 
Business-Day On-site Service’, add $149 


Payment Solutions: 
® Dell” Platinum Visa Card 
® Dell™ 48-Month Purchase Plan” 
® Dell™ E-Check 
(automatic checking withdrawal) 


aOR DLS EOS TALES EPEDERY EDEN ETI EN EEASHSELEPEDEELENEER 


pentiume!// 


Includes Windows 98, Second 
Edition — the home version of 
the world’s favorite software. 


and availability may 
6. Taxes and shipping 
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valid for Dell Home Systems Co. only. ‘For a copy 


of our Guarantees or Limited Warrant 
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Dell USA LP, Att 
Round Rock, Texas 


risye Aro dod “aq third arts or wey eet carat 
SErMvICe provided via thira-party contract with 


customer Availabilty vanes. rechnician v 
f 


dispatched, if necessary, following phone 


troubleshooting. To receive Next-Busines 


“™ 5 4 Oa { 
service, Dell must noury the service prc 
hatonro Rnm {risvetnmar'’c tima} Other monditiane 
perore apm ycustomers time). Uther conaitions 


apply. °For hard drives, GB means 1 bilhon bytes: 
accessible capacity varies with operating envi- 
ronment. ‘Download speeds limited to S53kKbps 
Upload speeds are less (about 30Kbps} and vary 
by modem manufacturer and online conditions. 


Analog phone line and compatible server 


required. “Online backup services provided by 
pest crgthl iee os a. eae se AP we, Cha eee eee TP iben! | 
third-party agreement with the customer, Limited 


to 20MB of storage: additional space available at 
additional charge. Dell is not responsible for last 


data. "Software, packaging or documentation 


differ from retail versions. “The processor may 


j 


f 
be reduced to a lower operating speed when 


operating on battery power. “For rebate details 
and coupons, call 800-728-9665 for HP and 
800-277-6187 for Epson. Intel, the Intel Inside logo, 
and Pentium are registered trademarks, and 
intel SpeedStep and Celeron are trademarks 
of Inte! Corporation. MS, Microsoft, and Windows 
are registered trademarks of Microsoft 
Corporation. HP and DeskJet are registered 
trademarks of Hewlett-Packard Corporation. Trnitran 
is a registered trademark of Sony Corporation. 


(©2000 Dell Computer Corporation. All rights reserved. 


www.dell4me.com 


